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Sign Up and Get Started in Minutes at GAMETZ.com 


Trade in or purchase the 
old school 
games/consoles. 


Generous Selection 
including collector’s 
editions. 
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Pre-order the Hyperkin Retron 5 at any 
Play N Trade location today! 
S ’ 
° 
° 


PLAY@®@ TRADE All logos, registered trademarks, distinct likeness, charact nd imag 


Relive your childhood 
with Nintendo, Sega 
Genesis, Atari, Gameboy 
color, Gamecube. 


visit a store near you or 
visit: 
www.playntrade.com 
www.facebook/pntcorp 


like us on Facebook «& 


ire the property of their respective owners. While supplies last. Offer and 
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There's No School Like the 


meet the 


Brandon Justice 
Editorial Director 


Having recently sold his retro- 
gaming collection to fund a trip 
home, Brandon and Irony are 
officially best buds. 

Favorite RETRO Games: Phantasy 
Star I, SOCOM, Speedball 2, Tetris 
Favorite nOOb Games: Puppeteer, 
The Last of Us, BioShock Infinite 
Favorite Genres: Action, RPG, 
Sports 

Now Playing: Beat the Deadline, 
Sleep Typer 3000 


Excitedly Awaiting: The launch of 
ReadRETRO.com 


David Giltinan 

Associate Editor 

David hopes to reduce his backlog 

by beating more games than he buys. 
Favorite RETRO Games: Chrono 
Trigger, Street Fighter II, Battletoads & 
Double Dragon 

Favorite nOOb Games: /he Last of 
Us, The Walking Dead, Grand Theft 
Auto V 

Favorite Genres: Fighting, 
Action-adventure 

Now Playing: Ki//zone: Shadow Fall, 
Resogun, XCOM: Enemy Unknown 
Currently Pondering: How to try 
and take over the world, Pinky! 


Mark Kaminski 
Creative Director 


Between raising two little girls and 
this magazine, Mark hopes he can 
find time to actually play his day 
one PS4 a little bit in 2014. 


Favorite RETRO Games: Twisted 
Metal 2, Life Force, King’s Bounty, 
Rygar, Resident Evil Outbreak 


Favorite nOOb Games: /he Last of 
Us, Borderlands 2, Left 4 Dead 2 


Favorite Genres: Action, Shmups, 
Survival Horror 


Now Playing: Hair Salon 2, Baby 
House, Samurai Shodown II 


Excitedly Awaiting: Sleep! 
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Reader Mail - Kickstarter backers 
see their questions conquered by 
Team RETRO's finest. 


Nuts and Volts - Our tech guru 
dismisses the myth of faulty fuses in 
arcade machines. 


Links We Like - Check out some of 
our favorite URLs. 


Gamerspots - These gaming 
destinations might be worth a road 
trip. 


GameGavel Digest - Get the latest 
info on RETRO's official gaming 
auction house, GameGavel.com. 


Midnight City Rising - Get the 
inside scoop on a hot new indie 
publishing house. 


Boogerman Doesn't Get Picked - 
Toy Ghost's attempt at a reboot gets 
off to a rough start. 


Girl on Fire - Caitlin Oliver becomes 
the first female gamer in 30 years to 
break a gaming world record. 


Thief Gives Back to the People - 
The Internet whines about things, 
Eidos Montreal takes pity. 


Asia Beat - Get the scoop on the 
latest and greatest from Asia via 
columnist Kat Bailey. 


The U.K. Minute - Mike James 
dishes out news that’s full of curious 
spellings. 


Arcade USA - William Culver takes 
a look at some record-breaking 
performances and some new 
machines headed our way. 


Balls of Steele - Kevin Steele 
catches up on the latest and 
greatest in the wild world of pins. 


The Schwag Bag - What do booze, 
a $200,000 peripheral, and SEGA 
iPhone cases have in common? 
They're all in the Bag. 


The Chief - Get the skinny on the 
early days of videogame journalism 
with Ed Semrad. 


Pitiful Peripherals - Resident 
smartass Luke McKinney takes a trip 
down the memory lane of pain. 


JAN-FEB 2014 


24 eee Mighty No. 9 - We give you an in- 
depth look at the much-anticipated 
platformer. 


BO ssssscesscens RETROspective - Kat Bailey delves 
into the NES action-adventure gem, 
The Battle of Olympus. 


BA sssisceicess System War Sadness - Patrick Scott 
Patterson thinks the lot of you should 
shut up and play games, already. 


38 ............. Computer Space - Take a deep dive 


into the first-ever arcade game. 


A? evscussseess Tuning in to Transistor - We chat 
with Supergiant's Greg Kasavin 
about their upcoming action- 
adventure epic. 


p. Vers Galak-Z Quest - Will 17-Bit’s 
space shooter live up to the legacy 
established by Skulls of the Shogun? 


AA Hitting its Stride - Can Capcom's 
reboot slice and dice where Bionic 
Commando'’s blade struck dull? 


AB eee The Kickstarter Collective - We 
take a look at some freshly funded 
retro-infused indies we know you'll 
want to play. 


AG ssssescasas Latest Releases - Our takes on Killer 
Instinct, The Wolf Among Us, and more. 


BO sscscics Retro Reviews - Combat, Perfect 
Dark, and others face the RETRO jury. 


Lo) | nneeeree Insane Game Collection - Michael 
Thomasson has more games than 
you, and he has the certificate to 
prove it. 


B2 iscsi NESessary Evils - Chris Kohler 
serves as your guide to building the 
ultimate NES retro library. 


Ly re Primal Soup by Jeremy Parish 

56... Once More, With Feeling by 
Alexandra Hall 

Ly fererrrs Reboot This! by Steve Tom Sawyer 

BB isscvcsscsiss Retro Regrets by David Giltinan 

59 ccrsencwives Conventional Wisdom by Kevin 
Baird 

GO cass srcesccs Seanbaby vs. The World by 
Seanbaby 

2 sciestesees Dev-olution by Andy Eddy 


(7 Herrereereen Bot and Dude by Keith Robinson 
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Letters of the Month: 


Trend Setters 

For Andy Eddy: What two games do 
you think have been most influential 
on society? — Drew Stone 


Andy responds: Picking the two 
most influential games is a highly 
subjective thing, but here’s my take. 


My first choice would be Pitfall 

by Activision. While it wasn’t the 
company’s first release, the 1982 
title was certainly the most popular 
(in fact, it’s said to have been the 
best-selling Atari 2600 game). 
Additionally, while the game itself 
was a joy to play, perhaps more 
importantly it was proof that “third- 
party” publishers were — and, of 
course, still are — a powerful source 
of quality software. 


My other selection is Nintendo's 
Super Mario Bros. — though 
somewhat more from an iconic 
standpoint than strictly as an 
individual game release. SMB’s 
popularity was one of the bigger 
pivot points during the late ‘80s that 
signaled the epicenter of videogame 
hardware shifting from America 
(Atari, Mattel, and Coleco) to Japan 
(Nintendo, Sega, and NEC). OF 
course, it was also at the forefront 
of a genre of games we Rnow now 
as side-scrolling platformers. And 
though we'd seen his exploits before, 
SMB was the game that truly turned 
Mario into a household name. 


Budget MAME 

For IXevin Steele: The preservation of 
classic gaming comes in all shapes, 
sizes, and costs. From amassing a 
collection of classic arcade cabinets 
to playing ROMs on an iPhone, 
there’s a wide gamut of options 
available. I've opted for building a 
MAME cabinet, which is no surprise 
being a reader of Retroblast. It’s still 
an expensive endeavor, though. In 
2014, what do you see as being the 
best value in retro gaming? What will 
give someone the truest experience 
for the lowest cost? — Brian Kilby 
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KXevin responds: That's a tough 

one — there are plenty of options for 
getting your arcade retro fix these 
days, from gray-market “60-in-1” 
kits for existing JAMMA cabs, to 
console game collections, to more 
“do-it-yourself” options like the 
MAME arcade emulator. Which one 
is the “truest” experience depends 
on your own criteria — do you want 
to have arcade-genuine controls? 

A CRT display? A cabinet? Each of 
these adds cost, but also makes the 
experience more authentic. | Rnow 
many MAME enthusiasts who have 
since gone the “XX-in-1” route, but 
those boards are not always easy to 
find. 


Self-Reliant 

Every time | thought of a question, | 
ended up answering it myself while 
composing the thing. So instead, 

I'll use this space to tell you all how 
much I'm looking forward to seeing 
the magazine. With such a varied 
roster of contributors, I'm sure there 
will be plenty to learn about — even 
for those of us who have been in 
gaming since Pong was new. Cheers! 
— Hayley Winter 


RETRO responds: Why thank you, 
Hayley! We're pretty stoked to start 
this journey as well! 


A World Without Nintendo 
For the Retrogaming Roundup three: 
Some people claim that gaming was 
“saved” with the success of the NES 
in North America. What do you think 
gaming would be like if the NES had 
never been a success? — Jonathan 
Clark 


The RGR crew responds: Had the NES 
bombed and not been a runaway 

hit, it could have spelled the end of 
the videogame industry as we Rnow 
it, but not the end of the industry 
completely. Yes, there would have 
been developers who were very 
nervous about touching a failed 

and dead industry again, but vitally 
for the industry there was another 
contender, and not the one you might 
suspect: the Sega Master System. 


Welcome to RETRO Responds, in which 
we'll answer questions from readers. In 
this premier issue we'll be focusing on 


The Master System was a good 
console and a worthy opponent, with 
some great titles and franchises of its 
own. But without the NES paving the 
way | doubt Sega would have had the 
bravado and marketing nous to make 
it a success on its own. 


If they had both failed, would 

Mario and Zelda have become the 
household names they are today? 
Of course not, but there would have 
been others in their place, and you 
don’t miss what you never had. 


The GOAT 

For Jeff Green: My all-time favorite 
game, which just so happens to be 
a retro game, is Warlords II Deluxe. 
What is your favorite old-timey 
game? — Richard Perry 


Jeff Responds: My favorite old-timey 
game? Heroes of Might and Magic II. 
:) Or maybe Fantasy General. Or both. 


Swing and a Miss 
| couldn’t think of a good question... 
— EvilEmuOfDoom 


RETRO responds: We would have 
taken a bad one, you know... 


FPS Overload 

For Bob Mackey: When will mass- 
market games move away from 
the FPS games that dominate the 
market? — Sean Yearout 


Bob responds: | can’t predict when 
FPSes will fall out of fashion — the 
gradual evolution from GoldenEye 
to Halo to Call of Duty has given 
developers an extremely profitable 
genre that’s more or less “figured 
out” by this point, which makes these 
games easier and more profitable 
to produce than an altogether new 
and untested idea. If anything, 

we should hope that innovation 
happens within the FPS context, 
because it’s definitely not going 
away anytime soon. Portal and 
Mirror's Edge, for example, took 

the first-person perspective and did 
something entirely new with it, even 
if they didn’t disturb Call of Duty’s 


questions from our generous Kickstarter 
backers, but if you've got a question for the 
crew, hit us up at letters@readretro.com and 
you might see yourself in our next issue! 


Proudly Presented by PLAY®@)TRADE 


seemingly unshakable foundation. 
Within the next few years I'm hoping 
we'll see more deviations from the 
stock “amusement-park ride” FPS. 


Paul Harvey Wants To IXnow... 
For Mike Kennedy: Will the true story 
about Action 52 and The Cheetahmen 
ever be told on the pages of RETRO? 
— Greg “Cheetahman” Pabich 


Mike responds: We're still planning 
out upcoming issues, but you never 
Rnow what the future may hold! 


Inside the Intellivision 

For KXeith Robinson: Can you describe 
the computer system (hardware, 
compilers, etc.) that you used to 
develop the Intellivision console 
games? — William McEvoy 


KXeith responds: The first Intellivision 
games, developed for Mattel by 
APh (an outside consulting firm) in 
Pasadena, were done on PDP-IIs. 


There were eight PDP-11s (TSX-1, 
TSX-2, etc.) on the programming 
floor, each supporting about three to 
five programmers. Each programmer 
had an Intellivision console and 
television in his or her cubicle, plus a 
dumb terminal (VT1OO compatibles) 
connected to the Andromedas. 
Programming was in the assembly 
language of the General Instruments 
CP1610 microprocessor, the heart 

of the Intellivision. This code was 
compiled and linked by software 
custom written by APh. 


The object code was then 
downloaded into a custom piece 

of hardware (also designed by 

APh) called a Magus board. The 
Magus board was mostly memory, 
connected by a parallel cable to the 
programmer's Intellivision in place 
of a cartridge. In this way, within a 
minute or two of completing a new 
bit of code, the programmer could 
compile it, link it, then download it to 
the Intellivision to see the results on 
the TV. 


N LTT S »yScott Schreiber 


When it comes to hardware nerds in the know, few folks out-geek RETRO's Scott 
Schreiber. Each issue, readers will get the chance to pick his brain with their classic- 
gaming and arcade-hardware questions. If you're lookin’ for answers to your technical 
questions, send them to techquestions@readretro.com. 


Almost every online ad | see for arcade 
games Say they don’t work, but it’s 
“just the fuse.” That doesn’t sound legit. 
What's up? 


You're right — of course it isn’t the fuse. If it was, the 
owner would've replaced that 25-cent gem rather 


it blew for a reason. That's what fuses do. They're 


he weak link that fails when a circuit draws too 


> 


much curren 


nstead of just replacing a fuse, whatever caused 


anything from a minor fix to a major repair or even 
a gutted cabinet being sold to an unsuspecting buy- 


er, SO be super cautious whenever you see a seller : 


suggesting it'll fix a non-working game. 


That said, a bad fuse is sometimes the go-to an- 
swer when a seller has no idea what's wrong, and 
such a cheap ‘n’ easy fix can let you acquire other- 
wise-healthy games for a song. The best thing to 
do (which isn't always possible) is to take an experi- 
enced collector along with you if you go to check out 


the game prior to purchasing. 


han selling the game. And even if the fuse is blown. : 0 
fail eventually. Because the capacitors are so failure 
prone many monitors with display problems nee 
a few replaced, and since capacitors are so cheap 
and easy to replace — a kit usually costs under $10 
— it makes sense to replace them all in one go. It's 
hat condition needs fixed. “Just the fuse” can mean 
follow all the typical safety rules for working inside 


: Whatis a cap kit when talking about 
: Classic arcade monitorsP 


Arcade monitors, and in fact just about any CRT- 
: type monitor or TV, have in their circuitry a selection 
of capacitors that controls the picture displayed on 
the tube. These have a design life of about eight 


years. Many last longer, but they're all doomed t 


0 


a good soldering job for beginners...just be sure to 


? monitors. 


The problem is 
more than just a 
bad fuse! 


TECH QUESTIONS , 


ie 


So fresh and 
so clean... 
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Yellowing Plastic 


Are your old computers and consoles 
turning yellower than grandpa’s teeth? 
The yellowing parts of the product 

are made of ABS plastic, which stands 
for acrylonitrile butadiene styrene. 
Manufacturers add fire-retardant 
chemicals into ABS products so that 

the plastics don’t catch fire when the 
machine starts putting out heat. But 
heat and oxidation will eventually turn 
the treated plastics that ugly shade of 
yellow. Luckily, there's a cure. A few 
homebrew and commercial solutions 
rely on a hydrogen peroxide solution 
mixed with baking powder or laundry 
cleaner. Other products use chlorine and 
alcohol. Searching the web (try googling 
“retrobright”) will net you plenty of 
treatment tips and videos. 


Do they make your yellow plastics white 
again? Mostly, yes. But the plastic could 
become brittle or otherwise start to 

fail after five to 10 years, as lab reports 
indicate that such treatments invisibly 
damage the plastic. We advise limiting 
your whitening activities to cheap and 
common systems like the SNES. If you've 
got a one-of-a-kind prototype, keep it 
mellow yellow. 


www.readretro.com 
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The interwebz are a crowded place, and since 


we share your addiction to game-related tidbits 
and ephemera, we'll be dedicating space in 
each issue to some of our favorite online desti- 
nations. Go forth and browse, gentle readers! 


WHERE TO GO: 
http://www.retronauts.com 


WHY WE LOVE IT: 

One of the industry's best podcasts on classic gaming, this long-running series also happens to star 
a pair of RETRO’s own contributors, Bob Mackey and Jeremy Parish. Listenin as they delve into the 
pixilated underbelly of classic gaming with fellow co-host Ray Barnholt on everything from genre ret- 
rospectives to interviews with classic gaming luminaries. Plus, you know, rainbows and such. 


WHERE TO GO: 
http://www.gamesyouloved.com 


WHY WE LOVE IT: 

Aside from the fact that their constant Twitter plugs helped us reach our Kickstarter funding goals, 
the folks at Games You Loved offer a massive database of info on games from every console you've 
ever heard of, and a few you possibly haven't. They also have info on tabletop games, role-playing 
games, and more alongside the latest gaming news. It’s a great resource for gamers of all stripes. 


WHERE TO GO: 
http://www.hiphopgamerinc.com 


WHY WE LOVE IT: 

Few observers have as unique or as passionate an approach to covering the games industry as 
Gerard “HipHopGamer” Williams and his crew. His YouTube show is home to segments like Shots 
Fired and Judgment Day, and HHG's no-holds-barred approach to gaming delivers a unique, hip hop- 
fueled take on our favorite pastime via news, reviews, previews, interviews, all that good stuff. 


WHERE TO GO: 
http://www.goodjobbrain.com 


WHY WE LOVE IT: 

Much like the classy gent featured in the logo to your left, contributor Chris Kohler wears many hats. 
When he’s not word-slinging about the art of collecting retro games, he and fellow nerd-mongers 
Karen Chu, Colin Felton, and Dana Nelson host the ever-entertaining podcast Good Job, Brain! Tune in 
each week for a healthy dose of quizzery and news that's sure to give your brain cells a boost. 


WHERE TO GO: 
http://retrogamingroundup.com 


Cpt... WHY WE LOVE IT: 
s oundu Retrogaming Roundup is a 5-7 hour monthly podcast dedicated to all things retro-gaming. Since 2009 


the Roundup has been offering up heated top-10 debates, game-history icon interviews, hardware and 
tech discussions, retro-gaming news and views from around the world, and more. 


WHERE TO GO: 
http://www.cracked.com 


WHY WE LOVE IT: 

If you're a lover of laugh-worthy lists, few sites will inspire some good, old-fashioned ROTFL quite like 
Cracked.com. In addition to featuring columns from our own Luke McKinney, you'll find pieces on the 
biggest plot holes in Star Wars, dumb movies with great theme songs, drunk texts from videogame 
characters, and much more. 
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Gamers 


While most gamers hit up major retailers for their gaming fix, the hardcore know 
that plenty of hidden gems exist, if you're willing to do some digging. That'sjust as ——= 
true for cool gaming-related places. Toward that end, every issue we'll highlight afew = 3) 
gaming hotspots that should be well worth a visit. If you'd like to see your favorite spot _ 
featured, drop us a line at contact@readretro.com! 


INSERT COIN(S) a y 
512 Fremont St, Las Vegas, NV89101 ee 
http://www.insertcoinslv.com 


THE GALLOPING GHOST 

9415 Ogden Ave, Brookfield IL, 60513 

http://www.gallopingghostarcade.com 

The arcade mecca of the midwest, sporting over 400 unique arcade games (and growing), there is something for 
everyone. Don't miss their own arcade creation, Dark Presence, a fighting game like no other before it. Several world 
records have been set at this arcade, and the co-owner, Doc Mack, was just recently honored by Walter Day with a 
Twin Galaxies trading card. If you're lucky, you may even spot some of the actors from the Mortal Kombat games! 


KLASSIC ARCADE 
22711 M-40 Highway, Gobles, MI 49055 
http://www.klassicarcade.com 
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While most folks associate gaming in Las Vegas with slot machines and star-studded poker tournaments, Insert 
Coin(s) sports the motto of “Play. Drink. Dance." It offers casino-weary videogame enthusiasts a perfect place to 
party like a turbo-nerd with a host of weekly and one-time events that celebrate gaming culture. 


gy 
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ARCADE 


An arcade located in central Michigan with a great family atmosphere, Klassic features a soda bar with over 100 


beverages from around the world, as well as homemade Klassic Arcade-brand soda! The venue also features an RC 
Raceway right outside of the arcade, a very nice selection of arcade games and pinball machines, and a host of special events. 


TILT STUDIO 

Circle Centre Mall, 4th floor, 49 West Maryland Street, Indianapolis IN, 46204 
http://www.tiltstudio.com/indianapolis-in 

A new-school arcade with a focus on modern games and their brand-new laser tag arena, Tilt also hosts special 
movie screenings, birthday parties, and competitions. It's also one of the few locations to feature the four-player 
Indy 500 arcade game where you sit in mock Indy 500 cars that have full motion simulation! 


THE GAME EXCHANGE 
122 Winnebago St., Decorah IA, 52101 
http://www.decorahgameexchange.com 


other special community gaming events. 


PLAY N TRADE 

1520 W. 26th St. Space 6B, Erie, PA 16508 

http://www.playntradeerie.com 

While one of the smaller stores in the chain may lack in space, they make up for it in product, personnel, and 
special events. Sporting a solid selection of games sold by a knowledgeable, friendly staff who always go the extra 
mile to help you find that particular game you're hunting for, it's definitely worth a visit. 


INDIANAPOLIS 


A small family-run store that features a console game room alongside Magic the Gathering and Yu-Gi-Oh! Play 
areas, everything from Pong to PS4 can be found at The Game Exchange. They also host the local Komicon and 
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GAMEGAVEL DIGEST 


Overview: 

GameGavel is a better and cheaper online auction al- 
ternative, dedicated exclusively to videogames and the 
collectors who love them. The Premier Video Gam- 
ing Auction Site and Community GameGavel was 
launched on March 24, 2008. Since then, GameGav- 
el has grown considerably and is visited by thousands 
of gamers each month. GameGavel has hosted over 
800,000 auctions and sold nearly half a million dollars 


in merchandise. This makes GameGavel.com the most 


successful videogame-dedicated auction site ever. 


Recently, GameGavel has been receiving some ex- 
remely rare auction listings and is becoming the go-to 
auction site for sellers with unique and rare items to sell. 
GameGavel goes further to help sellers of rare items 
han any other online auction site by providing listing 
support and advice, promotion of rare item listings to 


he gaming press, editorial story creation to run along- 
side the auction, and access to a large network of the 


world’s most serious videogame collectors. If you have 
a rare item and want to discuss listing it on GameGavel, 


please contact us at admin@gamegavel.com 


For Sellers: 

GameGavel was started by gamers, for gamers to be 
a less-expensive alternative to the larger online auc- 
tion and store websites. GameGavel offers sellers the 
unique opportunity to sell in a marketplace dedicated 
only to videogaming, and at a cost much less than any 
other online gaming marketplace. 


Gavel 


Video Game Auctions. News & Reviews. 


Selling Fees: 

Selling on GameGavel is easy, and after registering 
you can be selling in minutes. First off, there are no 
listing fees on GameGavel. If your item sells you will 
be charged only a 5% Final Value Fee — compared to 
9-15% on eBay and Amazon. 


All sellers also receive a variety of free auction-pro- 
motion tools, a handy bulk uploader, and a free online 
branded storefront and specific store URL. GameGa- 
vel offers sellers a variety of selling formats: Auction 
format, “Buy Now” format, and an Offer system. 


On GameGavel you can list videogames, gaming 
consoles, gaming memorabilia, and also “fringe” 
items gamers are interested in, like vintage and mod- 
ern toys, action figures, comics, hobby games, music 
and movies, computers, anime, and more. 


For Buyers: 

For buyers, GameGavel offers an undiluted market- 
place full of nothing but videogames and “fringe” 
listings. Everything gamers are interested in can be 
found on GameGavel.com. And, we have a great and 
growing group of sellers with great feedback contin- 
ually adding interesting products for you to discover 
and add to your collections. 


AY @TRADE 
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GameGavel is proud to announce a formal relationship 
with Play N Trade stores. Play N Trade is the official 
“videogame store” retail partner of RETRO magazine and 
Play N Trade stores will also begin listing items up for sale 
on GameGavel.com. 

If you have any rare gaming gems to sell or just want to 
start listing and selling for fees considerably less than 


eBay, register on GameGavel.com today. 


Did you know: Grand Theft Auto 2 actually received a T(een) rating from the ESRB. 


GAMEGAVEL DIGEST 


GAMEGAVEL.COM S|ANDOUTS 
BY MIKE KENNEDY 


Your guide to what's hot on GameGavel.com, RETRO’s very own videogaming 
auction site! Every month videogame auction site GameGavel.com hosts some 
very special retrogaming auctions. Some of these items are rare and command 
high prices, while others are just cool in their own right. 


Atari 2600 Air Raid with Box 

Sold For: $15,000 

There are only a few games that can command the title of “holy grail” and Atari 2600's Air Raid is one of 
them. With only about six boxed copies known to exist this game still commands a five-figure hammer 
price. The last one sold on October 13 for $15,000. GameGavel sold one of the other boxed copies last 
year, complete with the only instruction sheet found to date, for $33,433.33. 


30th Birthday Year of Luigi Nintendo 2DS 

by Rose Colored Gaming 

Sold For: $450 

Supposed leaked photos of “Nintendo's” new Luigi-themed Nintendo 2DS appeared on major gaming 
news site around the world. But it turns out that this was not a Nintendo product but a fan-made creation. 
Sporting everything from a custom N2DS case mold to an authentic-looking box, this system looked even 
better than something Nintendo could crank out. GameGavel was excited to host the auction, which had 
nearly 15,000 views when all was said and done. 


Atari 7800 Pokey Kong (Donkey Kong) 

Sold For: $113.02 

One of the great features of GameGavel is the ability for sellers to list homebrew and reproduction 
cartridges. Take this much-improved remake of Donkey Kong for the Atari 7800, Pokey Kong. The cart 
comes equipped with Atari’s “POKEY” chip, which makes it possible to accurately reproduce the same 
catchy tunes heard in the original arcade game. And as a bonus, it has the familiar arcade intro screen, 
which was missing from the original 7800 version. 


Vectrex Multi-Cart 2.0 by Sean Kelly 

Sold For: $52 

Yes, you can still find steals on GameGavel. This Vectrex 60-1 Multi-Cart by Sean Kelly is the best 
you can get! If offers the complete collection of Vectrex games all on one tidy cartridge. If you have a 
Vectrex this is a must-own. 


Famicom Akumajo Densetsu (2% 3i,(5 3%.) / 

Castlevania III: Dracula's Curse 

Sold For: $29.99 

GameGavel has some great new import sellers, too. This particular seller, FamicomVinnk, has been 
bringing loads of cool import items straight from Japan, and he offers super-cheap shipping to the USA. 


Did you know: Tomb Raider premiered on the Sega Saturn, not the Sony PlayStation. www.readretro.com oO 


GAMING NEWS 


INDUSTRY NEWS 
OPINIONS & RUMORS 


CITY SLICKERS 


Majesco latest label looks to help 
indie gaming make a leap to the big leagues. 


’yBrandon Justice 


The indie game scene is rapidly developing into a hotbed for ret- 


ro-gaming revivalists. While larger publis 


hers may have 


long di- 


vorced themselves from the 8- and 16-bit eras of gaming, Majesco En- 


an incredible opportunity. Its new publishing labe 


, Midnight City, 


push. 


riends we believe in. If you build something awe 
Just ask Kevin Costner.” 


Announcing 10 initial projects in the summer of 


som 


2013, the pair 


plans to enhance opportunities for dev teams, no matter their size 
ture. “It kills us to watch games come out — great games oftentimes — and 


perform poorly, leading to studio closures and team dissolution. T 


www.readretro.com 


ertainment sees the renewed interest in titles with old-school flavor as 


plans to 


ocus on providing support for these up-and-coming development teams, 
with industry veterans Casey Lynch and Doug Kennedy presiding over the 


“We want to help lead the indie dialogue,” says Lynch, Midnight's VP of 
publishing. “We want to have fun building something great alongside 
e, people will come. 


have big 
or struc- 


he fact is 


every developer is different,” says Lynch. “Some are one- or two-person shops, 
some are full studios with offices, and everything in between. Each team has 
different competencies and consequently different needs. Some have no ex- 
perience with promotion and marketing, others have never worked with first 
parties before, some have no access to real test and QA resources, so we work 
with each team to figure out what they need and how we can help.” 


With everything from mind-bending puzzle-platformers to action-adventure 
games and side-scrolling shooters, Lynch is confident that Midnight City’s line- 
up will offer something the 800 lb. gorillas just can’t, something he’s convinced 
will help take the movement to a whole new level. 


“Projects that cost tens of millions of dollars have to deliver against that in- 
vestment,” he explains. “To do so publishers hire huge teams to typically walk 


down trails that have been previously blazed many times over. But indie games 
— because they require less time and money to make (usually) — can take 
risks, can try new things, can subvert previously established ideas, and push 
boundaries. At the end of the day, our goal is to free them up to focus 100% of 
their attention on what matters most: making great games.” 


lf what we've seen of their efforts thus far are is any indication, this could be 
the beginning of a brave new world for smaller devs. Best of luck, gents! 


DLE RETRO FEED — 
QUICK FEED 


Handmade Handhelds ais citinsn 


Chicago Gamer 


Splatters 


a 30-year-old Barrier 


’yBrandon Justice 


a GameCube handheld that looks like an oversized 
i U GamePad. 


Are you tired of HD remakes and lazy rereleases of 
your favorite games, and long for the day when you 
can simply take your retro games on the go? 


Records were made to be broken, but 
when Hoffman Estates, IL resident Caitlin 
Oliver entered the Galloping Ghost Arcade 


More than just a hobby, Gman's builds are now 


As luck would have it, YouTuber GmanModz (www. | limited-release commercial products, provided in Chicago on October 19, 2013 and put 
youtube.com/GmanModz) has taken it upon him- | that you're willing to pony up the cash. The porta- the screws to Splatterhouse, she not only 
self to play Frankenstein with some classic consoles, | ble GameCube, for example, goes for around $400. smashed the record of 373,100 points 


and make 


hose dreams a reality. A 


ook through 


his videos reveals amazing creations such as an 
N64 system within a Game Boy Advance shell and 


At 
pl 


he very least it’ 


| make for a great conversation 


ece whenever you whip out one of these bad boys. 


Boogerman Kickstarter 
FlICKOFF Falls Flat 1: 


@:> 


AAT 
Therwyyt 


{ Wirz 
‘uh 


u 


ing them to regroup. 


Luckily, there seems to be a silver lining in all this, as 
Toy Ghost had this to say via their Kicks 


arter page: 
We would like to send everyone a HUGE thank you 
or supporting the campaign for the last 30+ days! 
's been a great learning experience for us, we have 


made some great friends, and heard some awesome 
stories about the original Boogerman. Please make 


set last year at the same location by 
Anthony Paparo by logging a whopping 
493,700 points, but also managed to 
become the first woman in 30 years to 
set a world record in a videogame. 


In an interview with our own Patrick Scott 
Patterson, Oliver said the response to 

her efforts has been somewhat surreal. 
“The huge outpouring of support from 
everyone, including hall of fame-level 
arcade players, gamers everywhere, 
friends, family, has been overwhelming 
and was completely unexpected,” she 
says. “It was one of the greatest moments 
in my life and everyone supporting me 
helped make it feel like that. The deepest 
gratitude from the bottom of my heart.” 


Her elation was somewhat short-lived, as 
Paparo wasn't about to go down without 


sure to visit our website so we can keep you in the ? : ; pe 
Kickstarter is a fickle beast. For every huge success loop on the campaign relaunch.” a fight, retaking his fecore within 24 hours 
ike Mighty No. 9 or Double Fine Adventure, there exist by logging 515,800 points. Vengeance was 
several more pitches that just didn’t quite capture Hopefully more retro enthusiasts will answer the __ Dlliver's however, as she reestablished 


in 
S 


p 


he zeitgeist. A perfect example of this is Toy Ghost, 
LLC's Boogerman 20th Anniversary: The Video Game. 


Despite a host of selling points, including a veteran 


dustry staff, great retro IP, and a polished Kick- 
arter campaign with clear goals and a whole lot of 
atform support, the team only managed to rustle 


up a paltry $40,252 of the desired $375,000, forc- 


call when they're ready to roll, as the team’s hearts, 


if not their 
certainly seem 


age-appropriate senses of humor, 
to be in the right place. 


Did you know: Interplay published the original 
Boogerman for Genesis and SNES in 1994. 


her dominance with a 533,600 point 
performance on October 23 for the last 
(or at least most recent) laugh in this 
friendly competition. For the full interview 
with Caitlin, be sure to check out Scott's 
full feature on the saga at http://www. 
patrickscottpatterson.com/WomenCaitlin. 
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The age of social media 


making the games can 
developers at Eidos Mo 
the upcoming Thief rei 
through one such episod 


Thief Reboot Alters 


has had an amplifying ef- 
fect on fan feedback (and outcry), and the folks 


reply just as quickly. The 


ntreal, the squad behind 
magining, recently went 
é. 


After a gameplay-reveal 


ing trailer at E3, die-hard 


Thief fans let the team know of their displeasure 


Way back in 2004, fans of 


more than alittle fired up 


he original Half-Life got 
when a small group of de- 


velopers decided to try their hand at a free remake 


of Valve's groundbreaking 


Black Mesa was written 
failed to hit its 2009 


shooter. Unfortunately, 
off as vaporware when it 


release target. The team did 


release a large portion of the game in September 
2013, but it remains unfinished. 


www.readretr 


o.com 


at the use of a quick-time event, as well as series 
hero Garrett leveling up via experience points. Ei- 
dos Montreal has since reversed these decisions in 
favor of lending the reboot a more series-faithful, 
classic feel. 


Game director Nic Cantin recently spoke regarding 
the removal of XP. “At first, we wanted to outline 


the progression of the player with XP, but it was 


Black Mesa Gets a New Lease on (Half-)Life +200 susie 


Now there's been another twist: The project has 
been greenlit as a retail product on Steam, and the 
dev team is hard at work porting the game to a new- 
er version of the Source engine. 


Regarding the shift from free to fee, project lead 
Carlos Montero maintains that it wasn’t about the 
money. “[Being greenlit on Steam] is an incredible 
honor — one we never expected — but also one we 
found hard to accept. We never developed Black 


educing our motivation to steal. The main goal of 
a thief should be to gain loot. Garrett is already the 
aster Thief, so we saw no need to have XP as a 
core mechanic.” 


Designer Daniel Windfeld Schmidt echoed the 
importance of community influence, saying, “Fans 
might be surprised how often the devs go to the 
forum to see how things are perceived in the ‘real 
world.’ This feedback is extremely valuable to us.” 


While many forum rants come off as useless chat- 
ter to the casual observer, this just goes to show 
that you never know when a gamer's passionately 
expressed opinions might make a real impact. 


esa with money in mind. Our team is made up of 
average, hardworking people, and no one joined the 
team to make money. For us, Black Mesa is purely a 
labor of love.” 


That being said, love doesn't pay the bills or help 
with dev costs, and Montero also notes that the 
game (and the team) will benefit from the philo- 
sophical shift. “Our decision to sell Black Mesa rests 
on two key points,” he says. “One is we believe we 
e the game even better by having full ac- 
cess to the Source engine. This lets us tackle and 
fix limitations instead of working around them. The 
second is because frankly, our team could really use 
the financial help.” 
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>>RETRO GAME CHALLENGE, MAPPY KIDS...AND DATING THE GALAGA a 


Gaming has changed a lot since the ‘80s and ‘90s but Asia continues to play an 
important role, whether via the steady rise of Chinese-developed MMOs or the sheer 
name recognition of Mario. With that in mind, Asia Beat aims to bring you the best of 
import- and retro-related news from Japan, China, Korea, and the rest of the continent. 


Retro enthusiasts will remember XSEED's excellent Retro Game Challenge for the 
Nintendo DS, which put you in the shoes of a young Japanese gamer in the ‘80s. The 
sequel, Game Center CX: Arino in District 3, expands the focus to include arcades and 
shops in a fictional Akihabara-like district, and it looks like a really wonderful slice of 
gaming nostalgia. Sadly, it almost certainly won't be coming to the U.S., but if you ever 
needed an excuse to pick up a Japanese 3DS... 


.. Staying with the ‘80s for a moment, Mappy Kids was one of the many Famicom 
games from that era to miss out ona localization. ROM hacker Zynk Oxhyde aims to fix 
that with a new fan translation of the long-lost platformer, which will fill in the missing 
gaps for those who absolutely need to play it in English. If nothing else, it's a good 
chance to revisit Mappy Kids, which was an expansive and entertaining platformer for 
its day, featuring a mini-map nearly on par with the likes of Super Mario Bros. 3... 


...Remember the unlicensed 8-bit Final Fantasy VII bootleg from China? A modding 


team has released a much-improved version as a ROM for general consumption, adding 
improved graphics, better music, and numerous bug fixes. Oh, and they've tossed in an 
actual ending, too. Final Fantasy VII has long been at the center of the schism between 


BY MIKE JAMES 


Welcome to a brand-new magazine and a brand-new column. Here we will focus on 
all things European, and in particular the U.K., as we aim to bring you the highlights of 
games industry goings-on over here in Blighty. 


This month is a very exciting time on Kickstarter, the spiritual home of retro-related 
projects, up to and including this very magazine. On the U.K. Kickstarter front we 
continue to wait for the release of the movie Bedrooms To Billions. The brainchild of 
husband and wife team Anthony and Nicola Caulfield, it tells the story of the U.K. vid- 
eogame scene from boom to bust as told by the very people who were there. Some of 
them are seldom seen or heard from these days, like Matthew Smith, writer of Manic 
Miner and Jet Set Willy... 


Another great project is the book The History of Ocean Software, organized by Chris 
Wilkins of Retro Fusion. This full-colour biographical book covers everything from the 
origins of Ocean to the music, games, and artwork that came out of this magnificent 
software house over the course of a decade. And it'll be written and illustrated by 
none other than Roger Kean and Oliver Frey, both of Newsfield, the company that 
published classic mags such as Crash and ZZap!64d. | can't wait to get my hands on 
my copy at the Revival Mini Expo in December, where several former Ocean employ- 
ees will be signing copies for attendees and backers... 


D\\\\ 


old-school fans and those who favor the newer games, making the rom hack worth 
checking out for the irony alone... 


Students 


Akiho Matsuo (Amazona) 


What is @ top of the class student tile her doing getting 
mixed up with @ crowd lila this? 


From: Wonder Momo 


..And then there's Namco High — a new dating sim by Homestuck creator Andrew 
Hussie and Namco Bandai, in which you get to woo Mr. Driller, a sentient taiko 
drum, and the Galaga ship. The upcoming browser game is part of a broader effort 
by ShiftyLook, which produces webcomics featuring classic Namco Bandai properties. 
Namco High will be released as a free-to-play browser game in late 2013, and yes, it will 
include downloadable characters. We're calling dibs on Ms. Pac-Man. 


Also recently funded is a project by Andrew Hewson, founder of Hewson Consul- 
tants, 21st Century Entertainment, and founding chairman of ELSPA (Entertainment 
and Leisure Software Publisher's Association), which used to rate videogames based 
on content. We hope he won't be censoring his own book Hints & Tips for Videog- 
ame Pioneers, in which he'll share some insights from his glittering career aimed at 
helping the new wave of bedroom coders and indie developers making games today... 


One such developer is Modern Dream, whose The Typing of the Dead: Overkill 
converts a 2009 Sega light-gun game into a frenzied typing challenge a la the classic 
Dreamcast The Typing of the Dead. This one’s PC-only... If using a keyboard instead 
of a light gun doesn’t tickle your fancy and make you put your hand in your pocket, 
then perhaps the news from Team 17 might be just what you're looking for. Founded 
in 1990, Team 17 was an independent developer which enjoyed much success with 
games such as the excellent Superfrog, Alien Breed, and of course Worms. It's hit the 
headlines once more with the news that Team 17 will become a third-party publisher 


once again. Personally, we can't wait to see what the Team has cooking... 


Mike James is a co-host and producer of the Retrogaming Roundup podcast at. 
www.retrogamingroundup.com. Email him at ukmike@retrogamingroundup.com. 


Mike's favourite games are Grand Prix Legends, Tetris, and Mario's Picross. 
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ARCADE 


Record-Breaking Runs >> 


2013 has seen a steady number of arcade 
records fall, including the following in 
November and December. Previous records 
are in parentheses, where available. 


TIMELINE ARCADE 


HANOVER, PA 
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RUSS COOL played a marathon session of 
Gauntlet for 20 hours with a final score of 
5,127,073 points (4,452,850). 


GALLOPING GHOST ARCADE 
BROOKFIELD, IL 


MATT ROCCO (who holds many records) achieved 
the new world record for Sega's Altered Beast 
with a final score of 468,600 points (460,100). 


DOC MACK (co-owner of Galloping Ghost Arcade) 
completed SVC Chaos: SNK vs. Capcom in 
12:21:20; 


FRED DEHART played Raiden Fighters 2: 
Operation Hell Dive with a final score of 
28,062,600 points (25,202,300). 


PETE HAHN played Super Contra with a final 
score of 10,775,480 points (10,640,310). 


FRANK SMITH III played Monkey Ball with a final 
score of 680,816 points. 
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U S | \ ’yWilliam Culver 


The home of SKIBLS and THRILLS 
is still alive and well >> 


®@ Alright, arcade enthusiasts, it’s time to 
get down to business with the first edition 
of Arcade USA! Quarter-crunchers are 
making a comeback, and each issue 
we'll take a look at the latest arcade 
happenings around the globe. Grab your 


tokens or play card and let's coin up! 


First up, Namco Bandai, in a partnership 
with Nintendo, is almost set to unleash 
Mario Kart Arcade GP DX here in North 
America. The sequel to the popular Mario 
Kart Arcade GP 2, DX will feature improved 
gameplay and graphics and should prove 
to be a great experience for any Mario Kart 
lover in the gaming community. 


Speaking of new releases, Injoy Motion 
is slated to release Allied Tank Command 
in the near future. The game seems to be 
a spiritual successor to Star Wars Trilogy 


Arcade in the sense that you'll drive tanks 
via a control yoke with another stick 
controlling a mounted light gun. Injoy also 
plans on releasing single-player cabinets 
that can be linked together for head-to- 
head battles. 


up @> 2 BB 66 circus 


WOVEMBER 15TH, 16TH AND 17TH 2013 - THE 1UP - DENVER, COLORADO USA 


As for another heated battle, in November 
2013 the lup LoDo arcade in Denver, CO 
held a Donkey Kong world championship. 
Several big-name contestants were in 
attendance, such as Billy Mitchell and 
Steve Wiebe. Ultimately, though, Jeff 
Willms of Ontario, Canada won the 
contest with a final score of 1,096,200 
points, making him a two- 


time winner. Willms’ 
score was very close 
to the world record 
of 1,138,600 that is 
held by the third-place 
winner, Dr. Hank Chien 
of New York. 


William Culver enjoys 
visiting classic arcades 

and hunting for retro- 
games. He hosts the 
YouTube show Arcade 
USA and co-hosts the 
Stalking the Retro podcast. 
See what he is up to at 
facebook.com/ArcadeUSA 
youtube.com/SVT512, or 
@ArcadeUSA. 


PINBALL 


BALLS OF STEELE stern ste 


RETRO FEED 


CATCHING UP WITH MODERN PINBALL 


Welcome, fellow pinheads! I thought I'd kick off this inaugural column with a look at what’s new in the 


pinball world. It’s a bit ironic that the oldest of the retro-gaming “systems” is still cranking out brand- 


new product...don’tcha think? 


Anyways, let's start off with stalwart Stern (http:// 


sternpinball.com), which just announced a new “Luci” 
version of their AC/DC pinball. This is mainly an artwork 
update to Stern’s premium version of their 2012 pinball, 
with new cabinet artwork and some new playfield 
graphics, all emphasizing the curvy Luci (and de- 
emphasizing the craggy scowls of the band 
members). 


Stern's also just announced an upcoming 
Karl Urban “Custom Speech Power Pack 
Update” for their brand-new Star Trek 
pinball. The pin, which (as per Stern's new 
strategy) comes in “Pro,” “Premium,” and 
“Limited Edition” versions, features all- 
LED lighting, something that should cheer up 
anyone who's had to practically take apart a pinball just 
to change a burned-out bulb. 


The Karl Urban speech pack is something entirely new to pinball — a celebrity 
voice upgrade. Mr. Urban, who plays “Bones” in the Star Trek movies, has lent his 
voice for the game in a “Power Pack” upgrade that will debut soon. No word on 
pricing or an exact release date, but the thought of other celebrity “Power Pack” 
voice upgrades for pins is enticing. 


The newcomer pin manufacturer Jersey Jack Pinball (http://jerseyjackpinball. 


com) is still showing a lot of momentum after releasing their tour-de-force 
inaugural pin The Wizard of Oz. They've just announced a 75th Anniversary 


Edition of the pin, set to be released with the 75th anniversary of the film. This 
pin, limited to only 1500 machines, will come with four custom playfield toys/ 


additions, a shaker motor, and a custom topper. 


Jack 
playfield 


In related Jersey 
the 
layout of the upcoming Hobbit 
pinball. While it's hard to get a solid 
feel for how it will play, there's an 
ominously large section labeled 
“SMAUG" that seems to portend a 


correspondingly large playfield toy. 


news, 


recently showed 


The pin, which is being designed 
by 
scheduled to be released in mid- 


legend Dennis Nordman, is 


2014 to coincide with the release of 
the third movie. 


Finally, we havea scrappy newcomer 
the 
world. 


to pinball 
The 


P3 platform from Multimorphic, 


manufacturing 


still-in-development 


Inc. Chttp://multimorphic.com/) is 


a brand-new pinball system that 


incorporates an LCD panel for the 


lower half of the playfield and a 


swappable upper half. “Swappable” 


means the system is designed 


to play multiple games, and the 
platform can even track ball movement across the embedded LCD screen. It's 
an exciting concept, and I'm really looking forward to seeing where they take it! 


Kevin Steele is the former publisher of GameRoom Magazine and an avid pinball 
fanatic. Follow his arcade news twitter feed @HomeGamefech, or drop him a line at 


www.readretro.com 


kevin@retroblast.com. 


SCHWAG 


RetroN 5 


MANUFACTURER: Hyperkin, Inc. 
URL: www.retron5.net 
RELEASE DATE: Q1.2014 MSRP: $99 


The RetroN 5 is a godsend for any gamer looking to either jump 
back into or start off playing classic titles from a wide range of 
consoles. Whether you want to play NES, SNES, Genesis, Game 
Boy Advance, or even the Japanese Famicom system, the Ret- 
roN 5 allows you to play any of the above systems via an HDMI 
hook-up from one compact console, making it a must-have for 
retro enthusiasts looking for an easy way to put those old carts 
through their paces. 


Ink Whiskey Entertainment Flask 


MANUFACTURER: Ink Whiskey 


URL: www.inkwhiskey.com 
RELEASE DATE: 03.2014 MSRP: $20 per flask, $90 for all five 


Gaming and drinking go together like Belmonts and whips. What better way to marry 
the two things you love most than a flask shaped like a NES cart? Believe it or not, this 
began as a Kickstarter campaign that more than tripled its goal of $12,000. The design of 
each flask will legitimately fool friends, at least from a distance, with parody labels such 
as Drunk Hunt, Metal Beer, and CastleVodka. Flasks are rated AO, so be sure to bribe an 
adult to go into the store for you. 


Xbox One 


MANUFACTURER: Microsoft 
URL: www.xbox.com 
RELEASE DATE: 11.22.13 MSRP: $499 


Full-size Racing Car Simulator 


MANUFACTURER: FMCG International 
URL: www.costco.co.uk 


After successfully making the Xbox 360 the number-one console 
for hardcore gamers (at least in America), Microsoft hopes to 
keep the crown heading into the next generation. While the focus 
on television and fantasy sports raised more than a few eyebrows 


during its reveal, the Xbox One still looks to offer a lot in terms of RELEASE DATE: 11.2013 MSRP: £90,000 ($147,150 U.S.) 

gaming, starting off with launch titles like Dead Rising 3, Forza 5, and 

the highly anticipated mech shooter Titanfall. Couple this with Bet you wouldn't expect to find something like this at your local Costco. 
some impressive enhancements to the now-standard Kinect pe- This simulator is any racing fan’s dream come true, equipped with an Intel 
ripheral and Sony will definitely have a fight on their hands. Core i7-powered gaming PC, three 23-inch LCD displays, and 5.1-surround 


speakers. Completing the experience is a Formula One car body that's actu- 
ally made out of carbon fiber. All you're missing now is the engine. The only 
downer is that this particular item is only available in the United Kingdom. 
www.readretro.com Be honest, though: How badly would you love to see this as a Lamborghini? 


Sega Hardware Series iPhone Cases 


MANUFACTURER: Tommo, Inc. 
URL: www.tommo.com 


RELEASE DATE: 11.2013 MSRP: $24.99 


The debut products from Tommo’s Sega Hardware Series, these slick silicon cases will make 
your iPhone 5 or 5s the envy of Sonic fans everywhere, and even include a free screen pro- 
tector to protect against scratches, smudges, and mid-call rage-quits. Tommo pulled out all 
the styling stops, putting together covers based on the Genesis, Game Gear, Saturn, Master 
System, Dreamcast, and more. A few cases even have built-in battery buddies to supply 
extra juice. Just be careful not to let that Genny blast-process next to your face. 


Loot Crate 


MANUFACTURER: Loot Crate 
URL: www.lootcrate.com 


RELEASE DATE: Monthly 
MSRP: $19.37/mo. (1 Month), $18.37/mo. (3 Months), $17.67/mo. (6 Months) 


Need a little nerdiness in your life, but are too lazy to brave the hipster-laden aisles of 
Hot Topic to find that perfect knickknack? A serious dilemma. But not to worry, as the 
tchotchke gnomes at Loot Crate are busy each month putting together themed boxes 
full of goodies that aim to get your geek-senses tingling. As an added bonus, they offer 
discounts for schwag hags who sign up for a subscription to the service 


SCHWAG 


Sony PlayStation 4 


MANUFACTURER: Sony Computer Entertainment 
URL: us.playstation.com 


RELEASE DATE: 11.15.13 MSRP: $399 


Console manufacturers stumbled this past generation trying to turn their gam- 
ing devices into multimedia boxes. While they're not neglecting the idea with 
the PlayStation 4, it's clear that Sony's entry into the interactive fray places 
emphasis on what naturally sells consoles: games. By directly addressing the 
controversy of games ownership, showing support for indie developers, enlist- 
ing game designer Mark Cerny as lead system architect, redesigning the con- 
troller, and adding the ability to record and broadcast gameplay, Sony's made 
the PS4 a genuine threat to Microsoft's current market lead. 


Steam Machine 


MANUFACTURER: Valve, others 


URL: store.steampowered.com 
RELEASE DATE: TBA MSRP: TBA 


Are you a card-carrying member of the PC 
Defense Force? Valve may have the console 
for you. The “Steam Machine” series of spe- 
cialized gaming PCs will leverage Valve's new 
SteamOS platform to create a direct compet- 
itor to Microsoft and Sony, and the compa- 
ny’'s strong track record of visionary leader- 
ship and high commitment to quality could 
quickly catapult this device into contention 
We're also amped to try the console’s clever 
controller, which will opt for touch-sensitive 
trackpads instead of traditional buttons, and 
is apparently very responsive and customiza- 
ble. Details are still early at this point, but this 
is one box you'll want to keep on your radar. 
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candid conversation with the editor who made EGMa 
ousehold name with gamers in the in the 8- and 16-bit eras 


going well as | was getting paid, getting free games from the companies, and also got to 
attend the Consumer Electronics Show (CES). 


This went on for a few years and then in the late ‘80s | was at the Chicago CES and | met 
avery interesting gentleman. His name was Steve Harris. We hit it off well and he said he 
was starting up a new game magazine and would like an experienced and well-known 
writer to work for him. He was in Chicago and | was 90 miles away in Milwaukee. | agreed 
to write part time as | still had my full-time writing job. After seeing the first few issues 
| noticed that one thing that was missing were good game screen photos. All that was 
available were stock shots from the game companies. 


No problem. | also had a background in professional photography, and a strong knowl- 
edge of the video recording industry. As we practiced taking screen photos and tapes, we 
got better and the magazine was doing well. 


EE aL Oc Eire elise eles clio ete schon ocesclialslenys, One thing | learned early on was that EGM had to have the game news first. Steve worked 


his magic with being able to cut the magazine production time down to a couple of 


Ha) GEMGLSHTIE eINSSg eo BeOS Sambo Lelie e ecaley PEs ibles apie cara lee weeks (other magazines were dealing with months in lead time) and | worked the Japa- 


tually got to be quite good at it. | was able to win a few national championships (Starmas- 
nese angle. 


ter by Activision for example). Anyway, back then | was living up in Milwaukee, Wisconsin 


where my college education and job was working as a technical writer. One day | noticed Remember, there was no Internet back then. Everything was paper. We realized that the 


I CHIC VIS eS. Tce hve Ce alec) WML i) level ele cil ine] cles games were being made in Japan first and then six months later translated and released 


game. | had that game and the review wasn't really very good. It also was a game that was 


in the U.S. With my photography skills | set out to Japan to attend their game trade shows. 
old and had been out for a few months. | wrote to the editor and said | could do better 


| would take photos of the pre-production games, fly back to the U.S., have the film pro- 


and also review games in a more timely manner. In addition, | was a trained writer and a saree : 
9 Y cessed, and we would run the info in the magazine. We were the first to get the news to 


good game player. He told me to send him a few reviews and he would get back to me. our readers, The magazine then really gained in popularity. 


Sure enough, the next week | had the job. The column was to be called Video Adventures (Continued on next page... 
and would be weekly. The column became popular and nationally well known, not only 
among game players but more importantly among the game companies. Things were 
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ED IS THE PROUD OWNER OF 
ONE OF TWO KNOWN RARE SEGA 
MASTER SYSTEM PROTOTYPE 
CONSOLES 


EdSemrad 


at the Top of the 


Gaming Editorial Pyramid 


“Print magazines were the main way that game players 
could stay up to date, and the latest news was waiting for 
us and hidden in Japan, thousands of miles away.” 


After a few more issues, Steve made me an offer that | couldn't turn down so | packed 
up and moved to Illinois where | worked as an associate editor and ultimately the 
editor-in-chief. 


RETRO: How long did you work for EGM? 


ES: | worked at EGM until the late ‘90s. This was the time when EGM was sold to Ziff Davis. 
Previously the goal of EGM was to have the news first. Not everybody in the industry was 
happy with that but that was what made us popular. Corporate Ziff came in with a new 
policy and the entire tone of the magazine changed. Things weren't as fun as they used 
to be so | decided to go back to technical writing. 


RETRO: Let's talk about games. What was your favorite console? Do you still have it? 


ES: | still have all the old systems. | will pull out my old Master System and Genesis and sit 
down and play Phantasy Star or Sonic the Hedgehog. And the Mario games have always 
interested me. | love to sit down and try to save the princess. 


RETRO: What gaming genre has had the largest with impact on you as a gamer? 


ES: | always liked the fantasy RPGs. It involved more thinking and interaction than just 
having quick reflexes. For me it started with Phantasy Star and then on to the Final Fanta- 
sy series, Puzzle games came next with Tetris on top then of course the “quest” games like 
Mario or Sonic. \'ll still pop in a Sonic game to pass an evening. 


www.readretro.com 
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RETRO: Of all the systemsyou covered during your tenure as an editor, which do 


you think made the greatest impact on the gaming community? 


ES: As | think about it, | would have to give the original NES the system that made the 
greatest impact on the gaming community or even the world. While it wasn’t a monu- 
mental step in technology, it was the system that brought back a dying industry. Ninten- 
do put its resources and money behind a system that showed tens of millions of young 
people that gaming was back, it was fun, and it was entertainment. Yes, many systems 
followed it, but in the sequence of evolution each new system offered only incremental 
improvements. It had to be the first one which woke up the gaming public. A case could 
be made for the creation of disc-based games or the introduction of feasible online gam- 
ing [being] monumental. But without a beginning, it wouldn't be where it is now. 


RETRO: What is your definition of retro-gaming? Where does the retro age end and 
the modern-day era of gaming begin, according to Ed Semrad? 


ES: To mea retro-game is a cartridge. Once they went to disc, things changed. Nothing 
wrong with that as that is progress. The games today are more detailed, longer, more in- 
teractive, and perhaps more enjoyable. But if there has to be a divide | see it as a cartridge. 
Another approach could be made by doing it by system. 


RETRO: You did a lot of traveling as Japanese gaming was the dominant force 
in that era. Why did you fly to Japan instead of waiting for the professional PR 
companies to release information here in the states? 


ES: It was always our policy to have the news first. Of course this was a nightmare for the 


=< 


game companies. They liked to have control of what was said and when. If we would 
have done that we would have become just another GamePro. Steve would always 
make sure we had the latest technology, and by going to Japan, England, or wherev- 
er, we could get the news on our terms. The other 
magazines didn't like what we would do either, as 
they would try to get exclusives but we would just 
go to the foreign trade shows and get the same in- 
formation. It was tough being gone for weeks at a 
time but it paid for itself in the end. 

RETRO: As EIC you had to hear game companies’ 
complaints and threats of pulling advertising. 
Why do it, then? 


ES: Because of our international ties the U.S. game 
companies weren't very happy. We were taking 
their power away. Many threatened to pull their 
ads, and some actually did. While we didn't get 
some ads we were also a large force in the industry. 
Our readership was large and growing at a rapid rate. In time, the companies came back 
to advertise with us and the cycle would continue. The same would happen if our review 
crew would give a game a low score. But we told it as it really was rather than always su- 
garcoating reviews as seen in our competitor's mag. Readers liked our honest approach 


and again, circulation grew. 
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RETRO: Where do you stand on the videogames and violence debate? You were 
part of the industry in a much different time. Do violent games lead to violent be- 


havior in your opinion? 


ES: Violence, whether in games or movies, is certainly a hot subject. | can understand 
both sides of the debate. The genie is out of the bottle though and there is no turning 
back. Game ratings aren't effective and there is little to no regulation. | personally don't 


play violent games but | also do not have a strong opinion one way or another. 


RETRO: The climate for videogame news and information has certainly changed 
since then. Do you think it's harder now that the audience expects news on an 


hourly basis? 


ES: A magazine like the old EGM couldn't exist today. Even in the mid ‘90s the writing was 
on the wall. The Internet was growing by leaps and bounds and the world became 
a smaller place really fast. This not only affected the game magazines but all print 
magazines. Look at how few remain today. Cost also is a factor. A print magazine 
costs $7 to $10. 


RETRO: With the Internet, instead of a half-dozen sources for videogame news we 
have thousands of sites, blogs, forums, and such. Do you feel this has helped or 


hurt the industry? 


ES: | like the Internet. Type in anything and you have the answer. If you want to see if 
a game is good there are a hundred reviews of it. Some will be well done, some not. 
Forums are good, as this offers interaction with others sharing your same tastes. I'd like to 
think that EGM was the precursor to this as we were game players and we weren't afraid 


to tell it like it was. 


RETRO: Thinking back to when you were at EGM, is 


there anything you would have done differently? 


ES: That's a tough one. Everybody makes choices and 
decisions. | would like to think mine were sound but 
other people may differ. Granted | was obsessed with 
getting the news and seeing that the magazine did 


well. Perhaps | was too obsessed. 


RETRO: Do you have any advice for today’s genera- 


tion of videogame journalists? 


ES: To all those who want to write about videogames, 
do it. Be honest in what you say. If you are, people will 


[ Ed and Howard Phillips, Nintendo's “Gamemaster”] 


respect you and read your opinions. 


Once former editor and art director of EGM, Martin’ Alessi brings his vast experience to RETRO. 
As of late he is busy re-mastering Genesis Strider in anticipation of the PSN/XBLA reboot. RETRO 
would like to thank Galloping Ghost Arcade for the use of their location for the interview 
photos. More information about this arcade can be found at www.gallopingghostarcade.com 
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Pointless Peripherals of the Past 
FAMOUS FACEPALMS FROM GAMING’ PAST 


01 // THE HANDY BOY 


This thing calling itself the Handy Boy is like Donald Trump calling himself Likable Man. It truly transformed 
the Game Boy, specifically into the Transformer Metroplex: the giant city one which sounded cool but was too 
ludicrously huge to ever play with. When a handheld accessory comes with its own shoulder strap, someone 
is anatomically taking the piss. In fact, | think they did that on purpose, because it does count as small by the 
standards of dialysis machines. 


The Handy Boy made the Game Boy harder to lift, you squinted at the screen through thick lenses, and it 
added unreliable connections between you and the controls. It wasn't an accessory, it was an old-age simulator. 
Pointlessly increasing the size of portable electronics isn't even a failed accessory, it's a successful art project. 


Add the 8-bit factor and this console Cialis would get an entire art show now. Put this together with the original 
U.S. Xbox controller and a launch-model PS3 and we'll be able to convince younger gamers that we've hit them 


with a shrink ray. 


02 // ATARI 7800 HIGH SCORE CARTRIDGE 


The Atari 7800 High Score Cartridge had to be inserted between the 7800 console and the cartridge, only worked 


1 


g with nine games, and couldn 
al 
i= i h S C @) re in your front room remembering past victories. So instead of your annoying grandfather taking up the TV, your 
g Atari could emulate him. 


CA RTR D G E t was even more self-defeating than its mythical owner, and that's someone trying to show off by spending 
eal money on their Xevious score. Even if you lured someone home with promises of really cool numbers, 


actually do anything with the numbers. No uploading, no printing out, it just sat 


they'd assume that the giant piggyback cartridge was a way to cheat. Even at its best this thing was only giving 


you a reason not to have to play Centipede again, like a really crappy Terminator sent back to prevent us from 


earning how to kill computerized insects. 


n the end even Atari refused to release this travesty, and it had already released a highly realistic version of 
Pac-Man where you couldn't really see the ghosts. Maybe it noticed that the High Score Cartridge had less 


functionality, entertainment value, and value for money than a pen and an empty candy-bar wrapper. 


03 // SPEEDBOARD 


The Speedboard claimed it could improve your gaming ability by denying evolution (it didn’t work in Texas). It 
was arecessed panel into which you inserted your NES controller, removing your ability to use thumbs, possibly 
because the designers didn't have those yet. It’s said you'd need infinite monkeys to recreate the works of 


Shakespeare, but even one monkey could tell you the Speedboard was stupid. Alas, the Pressman company's 
payroll couldn't afford that level of intellect, though they did replicate monkey behavior by flinging this s*** at 
their customers. 


Speedboarding suggests enhanced interrogation techniques, not entertainment, which at least pretends to be 
doing something while stupidly wasting money and making things worse for people. Even if impersonating a ‘50s 


typist did help, and it really didn’t, you don't need the Speedboard to do it. If you want a pointless piece of plastic to 
set your controller on you can buy a Frisbee, which would at least do something when you threw it away. 


The giant panel and hastily stamped logos make us think this was never meant to be a Nintendo accessory. 
It's just a plastic panel rejected from an industrial application, and the factory worker whose job it was to 


stir the mercury vats noticed that it kind of fit a controller and that his kids were really stupid. The original 


application could have been the anti-tamper panel on the controls of a septic tank, and this would still be a 


‘ crappier use of plastic. 
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by HIGH 5 


Modern consoles involve more money and computer power than space launches, which is why third-party manufacturers make idiotic 
accessories instead. The Wii alone unleashed more bizarrely shaped plastic prongs than salad preparation and the sex toy industry combined. 
Each one was more pointless than someone selling used matches as safety needles, and about as bright. It was easier in the old days. Back 


then if you could make a console move more than one sprite, you could also make billions of dollars, and that was Atari's entire corporate 
strategy. Adding an extra color to the screen was full-page ad material. Even the least advance in gaming technology would have been 
heralded as genius with a money parade. 


But for as long as people have been playing videogames, less-fun people have been saying “Kids will buy anything.” And these are the five 
stupidest accessories which really should have proved them wrong. 


04 // POWER GRIPS 


The NES Power Grips’ only possible function is to make a NES pad look like a Genesis one. Given that this 
was during the console wars of the ‘80s that's on par with Glenn Beck's guide to conversational Spanish. 
ES owners would sooner have turned their cartridge slots into severed-finger storage racks than Sega 
products, and clutching their rectangular controllers for hours gave them a good chance of doing that. 


The NES was about as ergonomically designed as an iron maiden — it was certainly aware of the shapes 


(e) 


f human body parts, but it had a job to do and what happened to those parts in the process didn't 


really bother it. Like many of its players, Nintendo simply hadn't yet discovered curves, which only made 


donning rubberized covers to sweat onto even more tragic. The only possible benefit was putting them on 


upside down and pretending you had a Bat-controller, which would unfortunately still be the best Batman 
gaming experience available until 2009. 


Also, they spent all their design money on the most delusional example of thinking arrows make you 


better since Hawkeye joined the Avengers. 


Call me Captain Scientist (please), but that graph doesn’t have any numbers. All | know is that regular 


people have five of something while Power Grippers have nine, and I'm going to guess it’s something to do 
with chromosomes and fingers-per-hand. 


With Power Grips” 
| | | | | 
Without Power Grips” 05 // THE BATTERUP 


Here's an accessory for the Genesis and Super Nintendo designed to work exclusively with baseball 
games, which should go perfectly with your wine glass crafted exclusively for bleach. And by “work with” | 
meant “broke the A button in.” You had to swing this clunky proto-Wii to press one single button in games 
which already existed, and were in no way designed for it. This couldn't add anything to the game. At 
absolute best, it wasn’t quite as good as pressing the button. All it added was desperately jerking a stick 
in the hope that something would happen, which was a waste since its target market was already going 


through puberty. 


On the bright side, kids who managed to stay home instead of playing sports still got to experience fear of 


failure and crippling shame at their total inability to hit the bal 


The rest of the controls were only mostly ruined, crammed onto a baseball-bat grip and laid out like a TV 
emote control. Remote-control-style buttons meant that even the arrows were four tiny square nubs. So 
if you only moved in order to increase the volume, you were good. Anything more complicated than that 
and you'd be better off swearing at the console and hoping the players could hear and obey, which would 


in fact make it more like watching real baseball. 


t would be far too obvious to make a joke about electro-dildos, but at least those would be designed with 
some knowledge of the human body. But the greatest proof that Sport Sciences Inc. had no idea what 


it was doing is the fact that it came up with this design but then decided gamers wanted a baseball bat 


more than a lightsaber. 


Luke McKinney gets paid to talk about videogames, science, drink, and other things he enjoys. He writes for Cracked, 
CBS, and lukemckinney.net 


Did you know: Rare originally considered using the GoldenEye license for a Super Nintendo game. www.readretro.com 
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Publisher: \ 
Comcept, Inc. ¥ 
Developer: 

Comcept, Inc. a 
Platforms: / } 


PS3, Xbox 360, PS4, 
Xbox One, Wii U, 3DS, 
PS Vita, PC, Mac, 
Linux 

Release Date: 
04.2015 
Players: 
Single-player, 
Online Co-op 


When Keiji Inafune abruptly exited Capcom, 
intent on getting a fresh start away from his 
longtime employer, fans of the company’s sto- 
ried Mega Man series began to worry. Inafune, 
of course, was co-creator of the beloved “blue 
bomber,” a character whose earliest side-scroll- 
ing shooters set the standard for 8-bit ac- 
tion-platforming. Recent years haven't been 
as kind to the stalwart mascot, and Inafune's 
departure — not to mention Capcom's subse- 
quent cancelation of all current Mega Man pro- 
jects — made fans wonder if the dynasty was 
at its end. Little did they know that Inafune's 


own Comcept Inc. would soon launch a Kick- 


starter project that would change everything. 
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MIGHTY NO. 9 


Traditional game development is usually con- 
ducted away from the prying eyes of the aver- 
age gamer. But when Comcept unveiled Mighty 
No. 9in September of 2013, it was clear that this 
abor of love was going to rewrite a lot of the 
rules. While most developers limit themselves 
o taking forum feedback and hosting the oc- 
casional Reddit AMA, Inafune and co. took a 
cue from the crew at Double Fine games (not 
o mention the ill-fated Mega Man Legends 3). 
They invited Mighty No. 9 backers to directly 
influence the game's design, and tapped the 
rio at 2 Player Productions to document the 
development process for the entire community 
o see. 


From the very first episode of 2PP’s series it’s 
clear that we're gaining a glimpse into the 
soul of a project that means as much to the 
eam as its 67,000-plus financial supporters. 
As Inafune explains in the documentary, “You 
eel a sense of ownership over the games you 
devote creative effort to. I've been involved 
with a large number of big game series in the 
past, but | don’t have any kind of rights to any 
of them. That's how it is when you work for a 
game company.” 


And while the circumstances surrounding Ina- 
fune’s departure from Capcom are largely con- 
jecture, this conflict between an artist's hopes 
for their creations and the realities of the in- 
dustry's historical publishing model clearly 
weigh on his conscience. 


Clearly, gamers agree. Mighty No. 9 won't just 
be the spiritual successor to the 2D Megaman 


games of old, but a fan-first project with an 
impressive amount of transparency and com- 


munication. Backers snapped up opportunities 
to participate in the beta and contribute to 
challenge and enemy design, and will also be 


“It really bothers me that | can’t respond to 
ans’ expectations,” says Inafune. “But with my 
own IP, I'm free to answer that demand. If they 
say ‘we don’t want this,’ | don’t have to keep 
making it. And if they ask me for a sequel, I’m 
ee to create it.” 


asked to give Comcept feedback in the form of 
surveys, polls, and contests. It's this sort of give 
and take that promises to make Mighty No. 9 a 


true labor of love for everyone involved. 


Beyond creating a game that involves the fans, 
Comcept is also setting out to take the classic 


Enter Kickstarter, the crowdfunding behemoth 
hat is rapidly becoming a way of life for inde- 
pendent developers across the globe. 30 days 
and nearly four million dollars later, Comcept's 


formula that makes Inafune's past platformers 


so memorable and enhance them in true next- 
gen style. 


dream of catering directly to their audience “We are looking at Mighty No. 9 as a game tha 

was suddenly an empowering reality. As direc- . ; : will combine classic side-scrolling action with 
‘ eh ; ; to expand on the inherent relationship that : 7 i : 

or Koji Imaeda puts it, “Crowdfunding gives new mechanisms,” says Imaeda. “We will also 


exists between creators and their audience. 
“[Crowdfunding] helps bring the creators and 
players closer together for a sense of unity,” he 
explains. “Up until recently this was something 
almost unheard of in the videogame industry. 
In an industry that normally relies on publish- 


ers, we would definitely like to see this new 


creators the possibility to make what they 
want to make and allows fans to invest in what 
hey want to play, which in a matter of speak- 


ing is the ideal form of creation.” 


be adding new polished actions and transfor- 


mation effects to make this game be more than 


just another classic game.” 


nafune agrees that while respect for the pas 


But more than this, Imaeda sees an unparal- is important, the team has to push themselves 


eled opportunity for developers and gamers 


o make Mighty No. 9 more than a visually en- 
method become even more widespread.” ve . 
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hanced remake. “You can’t be too bound by the 
conventions in old games. Games from 20 years 
ago have values that are 20 years old by now. 
There are a lot of good things about retro games, 
but if we're too bound by them, | think we're 
doomed to fail.” 


To that end, Mighty No. 9 will feature a Mega 
Man-esque model of aping the primary weap- 
ons of the game’s nine core bosses, but Imaeda 
explains that main character Beck will also bor- 
row traits from foes that impact the way you 
navigate levels. “His transformations will not 
only imitate a boss’ weapon, but also a distin- 
guishing characteristic of a boss. Changing the 
size and shape of his body, [having] parts of 
his body turn into fire or water, or even a pro- 
peller that will allow him to fly through the air.” 


The team hints that this will also add a Metroid- 
like element of enhanced accessibility to levels, 
in which Beck will be able to reach new areas 
and approach enemies from different tactical 
perspectives. This should add a refreshing bit 
of variety to the formula fans have come to 
know and love. 


Another enhancement to keep tabs on are 
Mighty Skills, which can be unleashed mid-com- 
bat by capturing enemy energy (“Xels”) and us- 
ing it to fuel special charged attacks. According 
to Imaeda, the energy Xels mechanic will also 
add an element of risk-reward that should con- 
siderably enhance the flow of gameplay. 


“To utilize Mighty Skills, the player will have to 
run the risk of getting in close to an enemy to ab- 
sorb its Xels. But the return is also great, allowing 
Beck to power up his abilities and release greater 


MIGHTY NO. 9 
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INFLUENCE: 


A Boulder Sprinkle Adventure (iOS) — Hotel Romeo 
Media, 2013 

While the gameplay is limited to a painful free-to-play ex- 
perience about flying sheep, robots, and the quest to reach 
the top of an avalanche-laden mountain of death, the char- 
acter design (featuring such winners as Mega Micah Man 
and Mega Jayden Jet) is about as original as a Dane Cook 
joke — and unintentionally more amusing. 


Far be it from us to tell Capcom that they can't pull 
a fast one with their own franchise, but those of us 
who played Darkwing Duck back in the day can't help 
but notice the eerie similarities between their flag- 
ship shooter and this Disney-licensed dupe. “Let's 
get dangerous,” indeed. 


The Krion Conquest (NES) — Vic Tokai, 1990 
Sure, it’s kind of a softball, but what look at games 
with “similar” mechanics would be complete with- 
out The Krion Conquest. A shamefully similar under- 
belly with a hastily reskinned facade, this clumsy bit 
of pixelated pilfering stands as a shiny beacon to the 
days when pirates had a conscience and witches 
didn't take no mess from homicidal robots. 
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Close in on an enemy, absorb its Xels, 

ighty Skill, and then push your way to 
enemy — the gameplay will be like 

much more aggressive and speedy.” 


eam is focused on making similar en- 
ents, and while the game will remain 
he genre's 2D roots, Imaeda indicates 


hey wil 


make full use of the technological ad- 
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MIGHTY NO. 9 


TEAM PLAYERS >> 


Many publishers are wary of allowing access 
to their teams mid-development, but another 
advantage of Mighty No. 9's fan-friendly men- 
tality is Comcept's partnership with 2 Player 
Productions. The Portland-based studio will 
be granting fans such extensive access that 


Comcept producer Yu “Nick” Yu is convinced 
gamers will continue to get their fill. 


“The concept of our Kickstarter campaign was 
to ‘make a game with the fans,’ and to do this 
we need to share as much internal information 
as possible. If it was as simple as showing a 
video of the development we would simply 
record the meetings by ourselves and be 

done with it, but that wouldn't be much fun to 
watch, would it? 


SWISS ENGINE “So what we believe is necessary here is 


entertainment in the form of a documentary. 
Not simply recording events, but aesthetically 
displaying the production as a documentary 
film. With this basis, the name of 2 Player 
Productions soon arose in our conversations, 
as they already have a great reputation.” 
Makes sense to us! 


While most people associate the Unreal Engine with graphical prowess, producer Yu “Nick” Yu ex- 
plains that Comcept had other motivations when selecting Epic's flagship tech. “The main reason 
we chose the Unreal Engine is because of its flexibility,” he explains. “Trying to cover this many 
platforms with limited resources is a big challenge and we needed an engine that would work on 
various platforms — we found that the best choice for this was Unreal. On top of this, the visual 
representation made possible with Unreal is also a big plus.” 


“We're able to focus on what we've always wanted 
to do,” says Inafune, “without the hardware limita- Expression Collection 

tions of the past, and with ideas that only come with a j | ie 
experience — ideas we didn’t have when we were \ 
younger. This time | think we can do it all.” 


A bold statement, but one that rallied gamers 
across the globe to Beck's aid. With over a year left 
in development, there’s still a lot left to discover for 
this Kickstarter darling. But if this team of seasoned 
veterans can put it all together, Inafune is convinced 


it won't just be a great game, but a beacon of hope 
for creators hungry to give the people what they 
want. Even more importantly, it could shake the 
very foundation on which our pastime is built. 
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“If we can use Kickstarter to get the same kind of 
budget as what the publisher would be able to get 
us, then we could make any game we want for the 


ans. If that happens, then publisher or company 


politics won't matter. Publishers would be forced 
o really face up to fans; they'd have to make the 
games the fans are hoping for. If we can bring it to 
hat point, | think it could change the industry.” 
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Broderbund NES 


THE BATTLE 


»*yKat Bailey 


03.23.88 JP/12.89 US 


THE BATTLE OF OLYMPUS is the quintessential example of the NES 


game that fell between the cracks of history. It’s neither as terrible as LJN’s Back to the Future, as memorably cheesy as 
Bad Dudes, or as daringly experimental as The Guardian Legend. It's perfectly decent, which means it inspires neither 
devotion nor blind hatred. But it’s nevertheless remembered fondly by those who dug it up from the bottom of discount 


bins or grabbed it at random from the video store shelf. 


In the Shadows of Greece (and Zelda II). So what made The Battle of Olympus 
stand out to these fans? Some of it was merit — it was a pretty solid game. 
Some of it was the coincidence of discovery. Fair or not, Battle of Olympus didn't 
receive much attention in mainstream outlets, making its discovery by other 
means practically mandatory. 


It arrived in a somewhat chaotic period for the medium. The fall of 1989 was 
something of a transitional period for gaming, with the Game Boy, the first 16- 
bit consoles, and (hilariously) the Power Glove all arriving at the same time. For 
many of the major developers it was a chance to be experimental. Emboldened 
by past successes, studios went all out to create the most ambitious NES games 
ever made. The games they created, like Zelda I] and Simon’s Quest, didn't quite 
reach the high-water mark that their creators envisioned, but such daring earned 
them their share of fans. 
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Amid this chaotic milieu, Battle of Olympus came off rather unassumingly. It was 
a side-scrolling adventure game set in ancient Greece, and it starred a warrior 
named Orpheus, who was on a quest to save his beloved from Hades. Developed 
by a little-known Japanese studio called Infinity, it was originally titled The 
Olympus Fight: The Legend of Love. In the U.S. it was published by Braderbund, 
which had earlier made a name for itself on PC with the Carmen Sandiego series. 


It didn't have the most compelling or unique pitch, but Battle of Olympus had 
a couple things going for it out of the gate. First, the box art was great. The 
massive, serpentine hydra wrapped around the familiar pillars of ancient Greece 
were eye-catching in an era when box art was mostly awful (think Mega Man). 
Second, the setting itself was enough to set Battle of Olympus apart from other 
games in the genre. Outside of Kid Icarus, hardly any games drew upon ancient 
Greece. 
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There was also its rather unique relationship with Zelda ||. Released a year after 
Nintendo's game, Battle of Olympus was regarded by many at the time as a 
simple knockoff, making it a common footnote in Zelda II retrospectives. The 
two games do look strikingly similar, and in fact share some of the same glitches, 
including one commonly used for speedruns that allows the main characters to 
zoom through the game. 


Because of those similarities, Battle of Olympus has been mostly condemned to 
live in Zelda II's shadow. But regardless of its reputation, it's not a complete rip- 
off. In fact, it even does a few things better than its more famous sibling. 


Journey to the Underworld. The first thing you'll notice is that Battle of Olympus 
does away with the overworld map from Zelda I!, opting instead to focus entirely 
on the side-scrolling platforming. It's an immediate improvement, since it makes 
Battle of Olympus feel more focused without sacrificing a sense of exploration. 
As a side benefit, it also dispenses with Zelda II's random encounters, which 
were annoying for their frequency and random difficulty. 


There are a lot of other little differences as well. An untimely death won't send 
you all the way back to the beginning area, but it will lose you half of your olives, 
which are used to purchase items from the gods. The items are based on Greek 
mythology, and include the likes of the Sandals of Hermes, which send you 
shooting up to the ceiling when you hold the jump button (definitely a shock the 
first time it happens). While it differs in the particulars, though, it still manages 
to feel a great deal like its contemporaries. That's because Battle of Olympus is 
built on the principles set down by old PC adventure games like Zork. It offers 
hints on where to go, but for the most part, it’s content to back off and let you 
find your own way. 


The opening area is typical of adventure games of that era. The first screen 
consists of a handful of houses, with no enemies to fight, and no real inkling of 
where to go. You'll spend the first several minutes rummaging around, killing 


slimes, and talking to townspeople. If you look hard enough, you will eventually 
find the Temple of Zeus. More likely, though, you'll end up wandering into the 
first real “level” and dying. 


It's not a bad approach, per se. It puts the onus on you to explore and discover 
the world for yourself, thus setting the tone for the rest of the game. And for 
some, that was magic. Nowadays, Battle of Olympus would be eviscerated for 
failing to steer players in exactly the right direction, but there's nevertheless a 
certain charm in taking a hesitant first step into ancient Greece, uncertain of 
what to do or where to go. In this day and age it’s downright novel. 


PHTHIA 


Ares. 


Zeus asked me to tet you 


use this bracetet. 


Ares is a Jerk 


MOST OF THE GODS IN THE BATTLE OF OLYMPUS FUNCTION LIKE 
THE STATUES IN METROID. WHEN YOU FIND THEM THEY GIVE YOU 
AN ITEM, AND THAT'S THAT. NOT ARES, THOUGH. IF YOU SHOW UP 
WITH THE 80 OLIVES YOU NEED TO BUY HIS BRACELET OF POWER, 
EVERYTHING IS FINE. BUT IF YOU DON’T HAVE ENOUGH OLIVES TO 
PAY THE BILL HE’LL ACTUALLY STEAL YOUR SANDALS. IT’S A MOVE 
REMINISCENT OF LINK’S AWAKENING, IN WHICH THE SHOPIKEEPER 
WILL ACTUALLY KILL YOU FOR STEALING. MORAL OF THE STORY: 
PAY YOUR BILLS OR DIE. OR LOSE YOUR SANDALS. 
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THE BATT 


US IS AN ADVENTURE 


MANY DIFFERENT LOCATIONS AT VARIOUS TIMES - 
THROUGHOUT THE GAME. HOWEVER, MANY kan 
OF THE AREAS IN THE GAME WILL REMAIN ro 

INACCESSIBLE TO YOU UNTIL YOUCOLLECTTHE 


A Pleasant Surprise. The rest of The Battle of Olympus is up and down. Many 
of the enemies lack patterns, making them very difficult to kill, and bats love 
to knock you into pits, which can be frustrating. Some of the music is first-rate, 
particularly the pulsating Phthia track, but the graphics are mediocre even for the 
NES. It can also be grind-heavy, frequently requiring you to spend upward of 10 
minutes grinding olives to buy the next item. 


For better or worse, it also can't quite escape its association with Zelda II. The 
final battle with Hades, for instance, is quite reminiscent of Zelda II's Shadow Link 
encounter. Though it has a few wrinkles to make it unique, Hades is essentially a 
larger version of Orpheus, making it a mirror battle that needs to be conquered 
with pure swordplay. Thankfully, Hades isn't nearly as tough to beat as Shadow 
Link, despite starting out the battle invisible. It's much easier to grab the initiative 
and avoid his blows, requiring only patience and perseverance (and the Moon 
Crystal item) to win. 


It's fair to say that Battle of Olympus doesn't reach the lofty peaks shared by the 
NES's best games, but nevertheless it’s not hard to see why a small section of fans 
fell in love with it. Though it doesn’t excel in any particular category, it must have 
been a pleasant surprise to anyone who randomly came across it. It has the right 
balance of challenge and exploration, some of the music is pretty great, and most 
importantly, it's not nearly as frustrating as Zelda II. Given how bad bargain-bin 
games could be in those days, it must have seemed like a real find. 
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That it’s not more popular is partly down to circumstance. If it had been picked 
up by a larger publisher than Braderbund and gotten a little more coverage in 
Nintendo Power, who knows? It might have become a cult classic. As it is, it's 
mostly remembered for being a relatively average Zelda I! knockoff, which doesn't 
seem entirely fair. Its strong music, richly realized setting, and compelling sense 
of adventure were all enough to earn it a permanent place in the hearts of a small 
and dedicated niche. In its own way, The Battle of Olympus is immortal. 


Kat Bailey (@The_Katbot) is a freelance writer specializing in RPGs, Japanese culture, and oddly 
enough, sports games. She wishes that she could have seen Akihabara during its heyday in the 
late ‘80s and early ‘90s. 


PS Orpheus Arsenal 


STAFF OF FENNEL 


The first upgrade you get over Orpheus’ default club. You receive it for rescuing a 
child, which is one of the few distractions in an otherwise-focused game. It likely 


refers to the Thyrsus, which is a wand of giant fennel that is topped with a pine 


cone. The pine cone is meant to represent...well, figure it out. 


DIVINE SWORD 


Orpheus’ most powerful weapon. It has the power to shoot magic, but at the 
expense of using some of Orpheus’ life bar. Seems like a bit of a waste until you 
get a Bracelet of Power to stop the bleeding. 


syetyace 
a 
- 


ae 
on, 


HARP OF APOLLO 


Summon a Pegasus as a means of transport. Can also be used to avoid being 
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hypnotized by the Siren. In Greek mythology, Apollo is credited with discovering 
the precursor to the harp and presenting it to Zeus as an apology for stealing his 
cows. The harp makes frequent guest appearances in Final Fantasy. 


OCARINA 


No, not that ocarina. This one summons dolphins. And let's face it, would you 
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rather be able to summon dolphins or travel through time? Exactly. Dolphins are 
the best. 


SANDALS OF HERMES 


Lets you jump higher than normal, as well as stick to ceilings. It’s an odd but 
entertaining ability. No word on whether it inspired Gravity Man in Mega Man V. 


Believe it or not, The Battle of Olympus was ported to the Game Boy. And even 
more surprising than that, it was pretty good. Unlike many other Game Boy 
translations, which were completely different from their NES counterparts, 
Battle of Olympus was a faithful port. The framerate is slightly jerkier and a couple 
tracks are missing, but otherwise it's not bad at all. The sprites even manage to 
look a little better on the little Game Boy screen, due to the fact that they take up 
more real estate. It’s not even hurt that much by the screen's drab colors, since 
Olympus’ colors weren't that vibrant to begin with. 


Given the technical limitations of the Game Boy, it’s actually pretty impressive 
that Infinity managed to squeeze an expansive game like Battle of Olympus onto 
one of its tiny carts. Making it even more impressive is how rare it was back then 
to see a console-sized experience on a portable system. The games that pulled it 
off are mostly classics — Super Mario Land 2, Link's Awakening, and Metroid II. To 
even be mentioned in the same breath as those games is impressive, especially 
considering that The Battle of Olympus was released right at the beginning of the 
Game Boy's lifecycle. 


Sadly, like its NES counterpart, it’s been mostly lost to history. But for those 


who randomly discover it on eBay or at a local flea market, it’s a gem of a 
portable NES port. 


Did you know: The Triforce is comprised of eight fragments. www.readretro.com 


. 
> 
. 
> 
. 
. 
" 
> 
> 
" 
> 
. 
. 
" 
. 
. 
i" 
. 
> 
" 
, 
" 
" 
" 
" 
" 
" 
> 
. 
" 
. 
. 
, 
. 
. 
> 
> 
> 
. 
" 
. 
* 
" 
> 
" 
> 
> 
. 
" 

- 

* 


. 
. 


FEATURES CONSOLE WARS —— 


The boisterous crowd has 
taken their seats, popcorn in 
hand. The competitors trade 
insults as the bell sounds, 
and the title fight of the 
game console heavyweights 
is once again underway at 
stores across the world. But 
are the days of just two or 
three competitors dominating 
the games market over? And 
are the makers and fans of 
Sony's PlayStation 4, 
Microsoft's Xbox One, and 
Nintendo's Wii U failing 

to notice the growing 
competition? 
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The next-gen console wars are 
upon us. The PlayStation 4 and 
the Xbox One are now doing bat- 
tle at every retail outlet in the 
land, while the Nintendo Wii U 
watches from afar, fighting the 
fights it feels it can win while no- 
body else is looking. 


At a glance, this new battle for the vid- 
eogame entertainment dollar looks like 
it could be almost as fun to watch as 
the next-gen games are to play. While 
Sony, Microsoft, and Nintendo have 
been competing for (console) genera- 
tions now, the last time we saw a real 
bare-knuckle, knock-down console 
war was in the early ‘90s, when Sega 
gave Nintendo the “come at me, bro” 
treatment by claiming that Genesis did 
what Nintendidn't. 


But underneath the hype, is the very 
idea of a videogame “console war” 
outdated? The industry and the games 
people play have come a long way 
since the days when television news 
considered videogames a hot Christ- 
mas toy, and even further since games 


CONSOLE WARS 


were marketed with the “this is radical, 
dude” style endemic to early ‘90s male 
youth entertainment. 


Today nearly 70 percent of Americans 
play videogames, and on a greater va- 
riety of devices than ever before. While 
the self-professed “hardcore” focus 
on the 15-round heavyweight fight be- 
tween the newest generations of Xbox 
and PlayStation, millions of other peo- 
ple are playing games on their PCs, 
tablet devices, smartphones, Steam, 
Facebook, independent consoles such 
as the Ouya, retro-consoles such as 
the RetroN, and even via the interactive 
screens found on commercial airline 
flights. 


Apple has sold over 350 million iP- 
hones and 170 million iPads, devices 
that play a variety of games. Compare 
that to the numbers from the most 
recent game console generation: 100 
million Nintendo Wiis, 80 million Play- 
Station 3s, and 79 million Xbox 360s. 
One could argue that the idea of a 
three-brand race for videogame plat- 
form dominance is already outdated. 
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NEW RELEASES 


ARE WE THERE YET? 


Identity Thief 


While the reveal of the Xbox One's non-gaming features sparked a 
lot of controversy from die-hard gamers, it would be hard to argue 
that the Xbox 360, along with the PlayStation 3 and Nintendo Wii, 
hadn’t already morphed into “all-in-one” entertainment devices 
during the previous generation of consoles. 


The original iPhone caught similar criticism prior to release, from 
consumers who said they simply wanted a device to make phone 
calls. Today, smartphones are standard and also play a wide array 
of games. Videogame consoles moving down the same path was 
inevitable in a changed technological world. 


“The gaming industry is changing from a physical to digital format and is 
becoming more accessible than ever before,” says Chris Bryant, creator 
of Xbox Live Indie Game Rad Raygun. “For example, according to the Pew 
Research Center, 56 percent of American adults own a smartphone, all of 
which provide mobile gaming experiences.” 


In a world filled with electronic devices, it 


How I Met You 


games, creepers and green pigs might well adorn more retail merchandise 
than Elmo and Dora the Explorer. 


“There is simply no good way to forecast how much money we are going to 
make,” said Carl Manneh, CEO of all things Minecraft, to Swedish tech site 
IT24. “Something like this you can never dream up. “ 


seems, videogames have started to blend into 


Even consoles can have humble beginnings 


the landscape of gadgets and computers, per- 
haps resulting in the continued perception that 


now. The Ouya, which started as a concept 
funded by Kickstarter, is set to enjoy a major 


a videogame platform must hook up to a sepa- 


marketing push in Target stores over the hol- 


rate screen in order to be considered as such. 


iday season. The major-league retailer is not 
only going to be carrying the console, but will 


“Videogames are ubiquitous now,” says veteran 


even have in-store displays and demo units, 


game creator Eugene Jarvis. “From arcade to 
console to smartphones to Facebook, they are 


putting the little-platform-that-could into real 
estate alongside the “big three.” 


just everywhere. You got all of these shareware 


and iPhone games and now anyone can make 
their own damn game and put it out there. It’s 
a massive avalanche of opportunities. Wide 
open.” 


Indeed, today’s videogamers no longer have to wait for a major studio to 
put out a new big-name hit driven by a carefully crafted marketing cam- 
paign. While some gamers might consider Call of Duty or Guitar Hero to be 
the biggest hits of this past console generation, games with humble begin- 
nings such as Minecraft and Angry Birds proved so popular that they've not 
only been ported over to consoles, but have proven to be merchandising 
bonanzas. While some who wave the “I'm a gamer” flag might scoff at such 
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“| wish it luck. Honestly, | get tired of the big 
three fighting every generation,” says Examin- 
er.com videogame writer Tara Foulkrod. “It’s 
high time we have more variety. | just hope it 
doesn't get shoved to the side too quickly. “ 


While the Ouya certainly can't be expected to take market share from Sony, 
Microsoft, and Nintendo, it could be argued that it doesn't have to in order 
to make a splash. 


“| don't think that other platforms are necessarily going to challenge these 
new console releases,” says longtime videogame journalist Rusel DeMaria. 


a 
TIDES OF BATTLE 


The dominant platforms in 
videogaming have already 
shifted in the past. While home 
videogame consoles existed in 
the ‘70s and ‘80s, arcade games 
were still the first choice for 
any gamer who dared to call 
themselves serious players. 

Fi During the 1983 industry crash 
between the Atari and Nintendo 
eras, personal computer gaming 
had a strong and loyal following 
across a wide range of brands. 
In fact, several titles that are still 
going today, such as Tetris and 
the Madden NFL series, got their 

starts as computer titles years 
before first appearing on the 
consoles. 


“But Ouya does provide an alternative, and as such it 
could already be called successful for doing so. “ 


Videogaming’s roots also have a growing presence at re- 
tail, as retro videogame consoles continue to gain shelf 
space. Unlike the past, which mostly saw plug-and-play 
products marketed as toys, today there are consoles such 
as the RetroN 5, which are designed to play the very same 
game cartridges sold in the ‘80s and ‘90s. When asked if 
these consoles should also be considered as alternatives 
to the “big three” videogame platforms, opinions from 
gaming fans were mixed. 


“As far as an alternative, it’s really about who is compet- 
ing for your dollars,” says Rob McCallum, producer of the 
upcoming film The NES Club. “If you choose to purchase 
a RetroN instead of a PS4, it's because you see more val- 
ue in that decision and the same goes conversely. | think 
the retro-consoles are pretty niche, but for the price they 
give you access to several libraries of games with titles 
that cost a fraction of current offerings and titles that are 
arguably better games than the majority of current re- 
leases. “ 


Perceptions on the videogame landscape also seem 
to vary greatly depending on if someone identifies as a 
“gamer” or if they are simply a person who enjoys playing 
videogames. The more casual gaming fans seem to be 
the ones who are already thinking of gaming choices that 
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extend beyond a box hooked up to the living-room TV. 


“| don't really see why | need to spend all that money on 
something to play something | can already play without 
it," says Susan Jones, a single mother who says she has 
played videogames all her life. “| am just fine whipping 
out my iPad to play my games, and can still watch my fa- 
vorite television shows while doing so. I've already made 
my choice. “ 


Regardless of what camp or category of videogame con- 
sumer one belongs to, there are more choices than ever 
of platforms and devices that can provide electronic 
gaming entertainment. It doesn't matter what brand wins 
the war at retail this generation, or if the alternative plat- 
forms finally attain legit gaming cred. Whatever happens, 
the consumer wins in the end. That's one result everyone 
can get behind. 


Patrick Scott Patterson (@OriginalPSP) is a videogame 
media personality, gaming since 1981. He can be found 
on his official website at www.PatrickScottPatterson.com 
where he often is found chastising the mainstream media's 
portrayal of videogame culture. 


Did you know: The Metal Gear franchise debuted on the MSX2 computer in 1987. 
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The Backward 
Compatibility Debate 


When the PlayStation 4 and Xbox 
One were announced, game 
critics were vocal about their 
lack of backward compatibility 
with the prior generation of 
games. Yet while some gamers 
think backward compatibility 

is of vital importance, history 
suggests it’s less so. 


The Atari 5200 marked the first 
time a major debate broke out 
over the ability to play games 
from an older console. Consum- 
ers who'd spent a ton of money 
to build their Atari VCS (2600 to 
you young’uns) library balked at 
the idea of buying a new console 
and new versions of the same 
games, even if the new versions 
were light-years better in quality. 
While not the only reason for the 
5200 flopping, it was certainly 

a major discussion point at the 
time. 


On the other side of the coin 
comes the Super Nintendo En- 
tertainment System. Parents and 
kids alike weren't happy when 
they learned that Nintendo's first 
console upgrade needed all-new 
everything. After all, the Ninten- 
do Entertainment System held 
over 90 percent of the home 
videogame market at one point 
in time, so many consumers 
practically threw rotten tomatoes 
at the Big N when they learned 
nothing they already owned 
worked on the 16-bit upgrade. 


In the end, however, it really 
didn't matter. The SNES still 
proved to be a hit and is widely 
regarded as an all-time classic 
console today. As much as 
parents and gamers complained 
about the lack of backward 
compatibility, they went out and 
bought the SNES anyway. 


Next-gen consoles are ultimately 
designed to bring next-gen vid- 
eogame experiences to the cus- 
tomer, anyway. As long as they 
do that right, as the SNES did and 
the 5200 didn't, the ability to play 
old favorites becomes secondary. 
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A SIMULATED SPACE BATTLE THAT PITS, 
COMPUTER-GUIDEO 
A ROCKET SHIP- THAT YOU CONTROL 
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THE REAL DEAL 


Computer Space: 
A First Among Firsts ......... 


Dabney and Bushnell’s creation opened 
Up a new universe of entertainment. 


There is no easy answer as to what the first videog- 
ame was, as several parallel efforts were under- 
way in both the home and arcade markets. What 
was truly “first” depends on what the question is: 
first prototype, first patent, first in stores, or first 
to succeed financially? But if we narrow our que- 
ry to “first coin-operated arcade game," the facts 
clearly support it being Computer Space. Read on 
to learn just how the game came to be, as told by 
an insider with expert knowledge of this complex, 
unique, historic, and wholly remarkable machine. 


Videogames were not a single out-of-the-blue inven- 
tion but a whole movement of parallel efforts that 
resulted in both home and arcade hardware coming 
to market, supported by the army of programmers 
needed to keep them fed with software. The extraor- 
dinary thing is that all of this was well underway 
before the first microprocessor was produced or the 


notion of a consumer computer seemed viable. 


Both home and arcade games were being developed 
or distribution through already-existing consumer 


electronics and coin-operated amusement channels. 
When Ted Dabney and 
o create the Syzygy company and its first product, 


olan Bushnell partnered 


Computer Space, under contract to Nutting and As- 
sociates, they did so with the intent to sell and dis- 


ribute the game through the existing network-distri- 
bution chain to already-established operators, who 
would put it into service alongside the pinball games, 


bowlers, shooters, and other coin-operated games 
already in operation. Arcades already existed, so vid- 


eogames didn’t invent them — they invaded them. 


One and Done 


Accounting for all known parallel efforts, prototypes, 
and university tech demos, it's fair to say that Com- 
puter Space was the first commercially produced, 
coin-operated videogame. And what a first it was! By 
comparison, early cars didn't come close to nailing 
the formula for today’s cars. Some cars had engines 
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under the seats, tiller steering, a hand lever for brakes, 
and a throttle on the steering wheel. Or have you ever 
seen an early washing machine? It's totally different in 
layout and function from what we know today. 

Yet Computer Space established the layout still used 
by the majority of arcade games to this day — an av- 
erage human-height vertical cabinet with a monitor 
at eye level; a lighted marquee bearing the game's 


name; a roughly horizontal control panel with the 
game's controls projecting forward below the mon- 
itor; and the game's electronics and coin-collection 
hardware contained within. It even had an attract 
screen to help draw in players. There was no real 
in this 
form factor, as it could have borrowed from the es- 


reason for arcade videogames to be born 


tablished form factors of pinball, shooter, or playbox 
games. Yet the cabinet design pioneered by Com- 
puter Space has persisted through over 40 years of 
video arcade production. 


Quarters Spent, Minds Blown 


This strange, new, futuristic-looking fiberglass cabinet 
was met by players who had only ever known mechanical 
games. Remember, in 1971 the average person had only 
ever seen a computer on TV, or in movies. The Apollo 
program was still active, and landing people on the moon 
using cutting-edge computers. Perhaps banking or in- 


surance types had used terminals at work to enter data, 
but by and large the public had never encountered such a 
thing in daily life. This was right out of sci-fi movies: The 


future had arrived. 


Some modern-day commentary suggests that Computer 


Space wasn't a great game, but for being the first consum- 
er-accessible videogame it's actually pretty good, with 
greater depth than you might expect. The game has an 
enemy, the saucer, which moves and shoots under its own 
Al, and you get to control your own ship and fight back 
with missiles. After firing missiles you can apply a bit of 


English to salvage iffy shots. And in another first, the game 
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had sound effects to punctuate the onscreen action. 
Decent as it was, Computer Space was not a massive 
commercial success. It was ahead of its time, com- 
parable in complexity to a game like 1980's Defender, 
which the public just wasn’t ready for in 1971. What 
was needed was a simple videogame with simple con- 


rols, that a person in a bar with a beer could find ac- 
cessible and comfortable. After selling 1,500 copies (a 
modest success), and with the technology developed 
and proven, Syzygy brought on a third employee and 
began developing its second title, which was exactly 
that. But that’s another story. 


Computers Not Required 
So just what is inside that futuristic fiberglass cabinet? 


Surprisingly, there isn't a computer at all, at least not 
one as we think of it, with a CPU addressing RAM and 
ROM to execute a program. Nor was there software to 
execute. Dabney and Bushnell correctly concluded that 
a computer was too expensive for a single game, and 


that it would not be practical for multiple cabinets to 
share a computer. 


They resorted to a fairly complex but much cheaper 


solution. They built a sequential logic circuit spread over 
hree circuit boards and about 300 7400-series inte- 
grated circuits, which all worked together to function as 
a state machine. The boards were organized loosely by 


Go 
o) 


heir s in the game, and dubbed Memory, Star Sync, 
and Motion. 


ndividual logic circuits linked together to do the calcula- 


ions that software would normally do. For example, for 
each object one counter keeps track of the X position, 
another of the Y position. The X and Y position of a mis- 
sile is compared to the X and Y position of the saucer, 
and if they are the same the player's score increments 
by one, the hit sound triggers, and the rocket rotation 
counter advances to make the rocket spin, producing 


the damage “animation.” The end result looks like a pro- 
gram running on a computer but is really hardware per- 


forming all the calculations and decisions. As Dabney 


puts it, “counters and gates, counters and gates.” 
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| Underside of a Computer Space control panel being restored 


The stack of three logic boards in the metal cage was 
called the “brain box,” and was not considered own- 
er-repairable; if repair was needed, the game's docu- 
mentation specified to ship the brain box back home. 
Aside from its complexity, copy protection was another 
concern. Since the brain box was made up of off-the- 
shelf logic and discrete components it could easily be 
copied. 


To aid in protecting the game and horribly compli- 
cate troubleshooting, Syzygy sanded off the ICs’ ID 


markings and applied silver paint to obscure their 


identities. Thus obfuscated, it would take months to 


reverse-engineer the game by determining what 
each IC actually was and then replicating the cir- 
cuit. As it happened, nine months after getting 
their hands on a Computer Space a company called 
For Play introduced a clone it sold as an unlicensed 
Star Trek title. 


Final Details 

All that innovative hardware needed a cost-effective 
monitor to display to, and in the early ‘70s monitors 
were heinously expensive. The solution was to synthe- 
size raw composite video, actually just close enough 
to it to work, and feed it into a cheap off-the-shelf tele- 
vision set. The problem was that TVs in those days, 
especially cheap portables, didn't have AV inputs. 


Syzygy’s solution was to pull the case from each TV 


on the assembly line, disconnect the tuner, and then 
feed the audio and video signals directly into the TV's 


chassis. The TV itself was a fairly cheap GE Venturer II 


portable B&W set, an outmoded model using all-tube 
technology — the sort rapidly being replaced by tran- 
sistors. In another cost-saving step Syzygy relocated 
the TV's speaker to the back door, installing it over a 
grid of drilled holes to function as the game's speaker. 


Computer Space all lit up! 


| Computer Space “brain box” circuit board 


i eer 
a ove 


een ~ 
SNTATBIN 
Q2sseeago 


Na 


reman 10a 
* | TSHIAIGIN 


oosoeaas | 
eas ~~ 
SN74161N 


nput was also necessary. The game's original ad- 
vertising materials showed a T-grip-style handle 
hat Dabney revealed to be the original input con- 
rol for turning the rocket. But players could easily 
put enough torque on the controller to break it, so 
Syzygy used a set of buttons instead. The final con- 


rol panel had six buttons; a coin return, start, left, 


and right to turn the ship, thrust to move forward or 


brake, and fire for shooting missiles. These controls 


have a bit of a learning curve, but work well once you 
grow accustomed to them. 


expect. 


That Which Survives 
Out of the roughly 1,500 units sold in its lifetime, 
95 of 
thanks 
sending in the 


Computerspacefan.com has them cat- 


aloged by serial number to diligent 


owners and observers seri- 
al numbers of each one they spot. From time 


to time a new one shows up either from a well- 
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computer at all, at least not 
one as we think of it, with a 
CPU addressing RAM and 


ROM to execute a program. 


Surprisingly, there isn’t a 


researched seller seeking top dollar or some lucky 
buyer finding one in a random second-hand shop. 


While it would be pure guesswork to put a number 
on it, I'd guess that less than 200 remain in the world 
today. If you have your heart set on owning a Com- 
puter Space be diligent in your search, because the 
day you don't look is the day one goes for cheap on 
eBay. Be sure to weigh your ability to restore it and 
he incredible scarcity of parts against buying one 
hat is working or in need of repair. 


To wrap up I'll tell you about a heartbreaker. In ear- 
y 2012 the owners of Classic Gaming Expo (CGE) 
shipped their Computer Space to me for restoration, 
and it was a mess. The fiberglass had delaminated 


rom the plywood back, the paint was sun-scorched 
down to the base coat, and the metal parts were 


all corroded. After performing a full restoration | 


Did you know: Space Panic is recognized as the first platform game. 
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The player controls a space ship With a 4 


thruster and a pair of rotational buttons: 
During game play, the player must dodge 
énemy fire from flying saucers moving in 
tandem. The player shoots back to destroy 
the flying saucers by firing missiles at them 
from the rocket ship. 


4 


shipped it back to Las Vegas about a week before the 


show, and they put it on display in CGE's Videogame 
History Museum. So far so good, right? 


Immediately after CGE several games, including the 
freshly restored Computer Space, were stolen from 
the storage unit they resided in. It was found al- 
most a year later in a backyard, fully exposed to the 
weather and a flock of nearby chickens. The game is 
once again headed back for restoration, after which 
it will return to CGE for display in the museum. 


Scott Schreiber is an aerospace engineer, pilot, Army 
veteran, co-founder of the Retrogaming Roundup pod- 
cast, and a collector/restoration specialist for pinball and 
retro arcade games of all kinds. 
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Publisher: 
Supergiant Games 
Developer: 
Supergiant Games 
Platforms: 

PSA, PC, Mac, Linux 
Release: 

Q1.2014 

Players: 
Single-player 
ESRB Rating: 

TBD 


TRANSI 


@ 
PREVIEWS 


Much like a hot new band, Supergiant Games 
came crashing right out of the gate with a strong 
debut in 2011's Bastion. Heaps of critical praise, 
strong sales, and a host of sought-after awards 
followed, letting the world know that a new indie 
darling had arrived. After all that hubbub (the 
worldwide tour if you will), we're left with one 
simple question: What's next? 


Right on cue, gamers got their first glimpse of 
Supergiant’s follow-up project, Transistor, earlier 
this year. A visually striking action-adventure 
hybrid with sci-fi 
that Supergiant plans to build on some of the 


underpinnings, it's clear 
elements that made Bastion a hit, even if they 
have to run the risk of appearing to play it safe. 


As creative director and lead writer Greg Kasavin 
puts it, “Our development process isn't about 
trying to force new ideas for the sake of it. | feel 
like it’s not for us to decide what's innovative 
about our games! That's a value judgment our 
players can make if they want. We're much more 
interested in creating games that have a distinct 
identity and feel complete.” 
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Will Sa weiant's second broadcast rock the house? > 


by Brandon Justice and David Giltinan 


To that end, Supergiant has opted to stick with the narration style that made 
their debut title such a success, prompting the return of an in-game guide 
voiced by Bastion's own Logan Cunningham, who will seamlessly interweave 
gameplay and story details through the persona of a mysterious talking 
weapon known as the Transistor. You'll play the role of Red, a pop-star 
turned adventurer who, like many other residents of the city of Cloudbank, 
has become the target of a shadowy entity known only as The Process, 
mysteriously losing her voice along the way. 


She must now fight to save the city and its inhabitants from this new threat, 
but the team is keeping additional details fairly close to the vest, a decision 
Kasavin feels only adds to the game's appeal. “I think surprise is a very 
potent and exciting feeling, and it's something we strive to create through 
our games,” he says. “Our approach is to provide a glimpse of the world of 
the game and the play experience, enough to where you can get a feel for it 
and have a sense of what's at stake. We want to keep you wondering about 
what happens next until the very end, then leave you feeling very satisfied 
that you got your answers to your big questions, [and] you feel like the time 
you put in was well spent.” 


One area where they have been fairly forthcoming is gameplay, as many lucky 
fans have had a chance to take the game for a spin at recent conventions like 


PAX East, giving us a solid glimpse into what Transistors all about. 


Kasavin admits that this is one area that his team was eager to expand 


upon. “With Transistor, we were interested in continuing to explore the action-RPG genre while 
seeing if we could create a more thoughtful, deeper moment-to-moment play experience with 
a tactical feel.” What they've ended up with is a clever blend of action and strategy in which 
you'll engage in free-roaming combat until you fill up an action bar. Once it’s full, you'll be able 
to activate an ability called “Turn” that stops time, allowing you to perform a series of moves in 
sequence against otherwise impossible odds. Where you strike and where you leave yourself 
afterward also come into play, as pulling off these moves can leave you open during recovery. 


It's an intriguing concept, which Kasavin says draws from a host of successful titles from 
gaming's past. “We [started] off thinking about the combat systems of some of our favorite 
classic tactical role-playing games or turn-based strategy games,” he says. “Everything from 
Fallout to Shining Force to Baldur's Gate to Fire Emblem and more. We wanted to capture the 
deliberate feel and the drama of the action in games like these, but to see if we could couch it in 
action-RPG mechanics, to make it very simple to engage in a strategic way of thinking, almost 
without even realizing it. We wanted to make a game where exciting reversals could occur, and 
where you felt in control of tough situations.” 


Red will have additional help to that end, as she'll also have the ability to add attacks to her 
arsenal from the fallen citizens you'll encounter throughout Cloudbank, though Supergiant is 
still keeping mum as to exactly how it will all tie together. 


Lucky for them, their efforts on Bastion have bought them a lot of goodwill, and we wager they'll 
manage to pull it all together with all the elegance and enthusiasm that put them on the map. 
Our only real concern is that we'll have to wait till the game’s 2014 debut to experience its 
artistry first-hand. 


BELIEVE IT OR NOT. Many of gaming's most in- 
spiring moments and mechanics aren't part of the 
design from square one, and according to Kasavin, 
one of Supergiant’s signature moves is a great 
example of this. 


“With Bastion, we didn't set out to make a fully 
narrated game, and didn’t even contemplate 
having narration in it when the game started devel- 
opment,” says Kasavin. “It was just something that 
happened along the way, a means of satisfying 
some of the goals we had around the tone and 
narrative.” 


Considering the results, it certainly leaves us won- 


dering what sorts of surprises we might see out of 
Supergiant in their second go ‘round. 
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Galak-Z: The Dimensional 
Boldly going where no one has gone in ages. »Brandon Justice 


The team at 17-Bit is known for taking chances. Fueled by a desire to deliver a top-notch 
console strategy game with old-school roots, the tight-knit group of seasoned developers 
left the security and marketing muscle of mega-publishers to deliver Skulls of the Shogun 
in early 2013. Despite the unspoken notion that the genre was on its way out, fans, crit- 
ics, and autonomous artificial life forms responded with rave reviews, leaving the Seat- 
tle-based indie full of confidence and hungry for another opportunity to prove its mettle. 


That chance comes in the form of the anime-inspired space shooter, Galak-Z: The Dimen- 


sional. A blend of R-Type, Super Metroid, and the NES classic Solar Jetman with modern 


physics, Al, and visual flair, CEO Jake Kazdal feels they've hit on a mix that will help them 


build an action game for the ages by staying true to its past. 


“The fact is nothing in 3D is as tight as 2D gameplay,” says Kazdal. “I think people who 
spend all their time on the big-budget 3D stuff sometimes forget that. But if you are hand- 
ed a controller with a classic genre, redone really well, it just feels so right. No fighting the 
camera, zero ambiguity if something is going to hit you or not, the classic feel of a tight 
2D arcade-action game is something | don't think will ever fade. It’s not all about the raw 
horsepower anymore with gaming machines, but what you do with it.” 


Packed with amazing effects, aggressive-yet-intelligent baddies, and the airtight control 
Kazdal alludes to above, Galak-Z aims to show exactly what's possible in this bold new 


paradigm. If the team at 17-Bit loves shooters half as much as they do strategy games, we 


can’t wait to see Kazdal and Co. put their money where their mouth is. 


17-Bit 17-Bit PS4, PC 
Q1.2014 Single-player TBD 


Strider 


Get ready for the action-packed return of Strider Hiryu! Martin Alessi 


Not since the release of the 8-meg Genesis version back in 1990 have | been so excited to hack 
and slash my way through hordes of cybernetic enemies. The new side-scrolling 2.5D platformer 
by Double Helix is slated to hit your screen in early 2014, and you can expect all the acrobatic 
moves, death-defying jumps, and huge boss battles that are the trademark of Hiryu's fabled 
franchise. 


Run, jump, and climb with the skill of a ninja while collecting power-ups to enhance your offen- 
sive capabilities. New gameplay additions include the ability to use Hiryu’s Cypher Chis trade- 
mark sword) to deflect enemy fire, and Plasma Cyphers, which can burn or freeze enemies. 


Strider's storyline brings you to the year Meio:48, with Earth under the oppressive rule of the 
original game's main antagonist, Grand Master Meio. Strider Hiryu is an expert in sabotage and 
assassination, and the only warrior on the planet skilled enough to get close to the enemy. Your 


mission is to eliminate the Grand Master and restore freedom to the planet. Fortunately, you are 


not alone, as familiar allies like the Eagle and Satellite Bots will aid you. 


From our early look at this reborn classic, the graphics appear vivid and smooth, which should 
facilitate some fluid, fast-paced action, providing the same intense gameplay we've come to 
expect from the series. 


Overall the new Strider seems poised to deliver the excitement and action of its predecessors 
with all the bells and whistles of new technology. An obvious respect for the franchise's past and 


newly evolved, lightning-fast gameplay should put Strider on the radar of anyone who's a fan of 


classic action-platformers. Capcom Double Helix 
PS3, Xbox 360, PS4, Xbox One, PC 
www.readretro.com Q1.2014 Single-player RP 
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KICKSTARTER corner 


Kickstarter is rapidly becoming the key venue for independent game developers looking for a boost from the button-mashing 
public and, more importantly, the place to be for titles that scratch the classic-gaming itch. Each issue we'll highlight a few recently 
funded Kickstarter projects we've got our eye on. If you'd like us to check out your project, hit us up at tips@readretro.com! 


NIGHT IN THE WOODS 


Developer: Infinite Fall 

Platforms: PC, Mac, Linux 

Release: TBA.2015 

Players: Single-player 

Website: www.nightinthewoods.com 
Kickstarter Funds Raised: $209,375 


What do you get when you pair an up-and- 
coming indie developer with a renowned 
animator? Apparently a 2D blend of plat- 
forming, adventure gaming, and light RPG 
elements starring a quirky, bass-playing 
cat who dropped out of college, whose 
key objectives include “waste time around 
town with your crew of loser friends.” 
Granted, we're pretty sure this atmospher- 
ic character-driven title has a lot more in 
store, and we'll be keeping a close eye on 


Night in the Woods between now and its 


upcoming 2015 release. 


Developer: ToMorning Productions 
Platforms: PS4, Xbox One, PS Vita, PC, Mac 
Release: 12.2014 

Players: Single-player 

Website: wwwyouarenotthehero.com 


Kickstarter Funds Raised: $90,776 


KNITE AND THE GHOST LIGHTS 
es 


Developer: Mobot Studios 
Platforms: Wii U, PC, Mac, Linux 
Release: 03.2014 

Players: Single-player 

Website: www.mobotstudios.com 
Kickstarter Funds Raised: $43,768 


If there's one thing this issue’s Kickstart- 
er projects have in common, it's a sense 
of character. Mobot's Knite and the Ghost 
Lights not only delivers on this front, but its 
unique blend of hand-crafted elements and 
modern animation give the game a sense of 
artistry that’s sure to make an impression 
beyond its initial fundraising campaign. 
Considering the creator's love for adventure 
gaming, storytelling, and 8-bit classics like 
Metroid and Castlevania, there's a lot to get 


excited about here. 


Each issue, we'll take a look at one of our 
favorite Kickstarter projects from the per- 
spective of the team behind the game. For 
our debut pick, ToMorning’s Donn Manalili 
provides some insight on how You Are Not 


the Hero got its start. 


About the Team: “What started as a one- 
man team ballooned into a...one-man team 
with five contractors, all of whom make up 
the development team behind You Are Not 
the Hero. Despite their temporary position, 
they're all integral in order to make YANTH a 


success. Darren Curtis provides the master- 


HARVEST 
_ 


Developer: GondeFire Productions 
Platforms: PC, Mac, Linux 
Release: 02.2014 

Players: Single-player 

Website: www.gondefire.com 
Kickstarter Funds Raised: $11,879 


While fans of Konami's Snatcher will like- 


ly never get the official sequel they've 
been craving for two decades, this hasn't 


stopped the folks at GondeFire Produc- 


tions from Kickstarting a spiritual succes- 


sor of sorts in the form of their futuristic 


graphic adventure epic, Harvest. A tale of 


a detective in future Detroit attempting 
to get to the bottom of the disappearance 
of the world’s remaining fertile citizens 
should be a nice departure from the sea 


of open-world action games with similar 


sci-fi leanings. 
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ful soundtrack, Tegan McFadden and Xavier 
Francisco provide the sprites and environ- 
mental art, respectively. Drew Ritter is our 
lead programmer, and we're looking for a bust 
artist to fill the role that Mantas once filled. 
| coordinate all of our efforts, design, write, 
and implement the code for all of the content 


within the game.” 


Why They're Making the Game: “The game 
is very dear to us and we believe that the sto- 
ry and the concept behind the game should 
be heard. The game in its early stages hit a 


chord with every person in the team, which 


COSMIC STAR HEROINE 


Developer: Zeboyd Games 

Platforms: PS4, Xbox One, PS Vita, PC, Mac 
Release: 12.2014 

Players: Single-player 

Website: www.zeboyd.com 

Kickstarter Funds Raised: $132,689 


Zeboyd games are best known for their 
work on Penny Arcade's Precipice of Dark- 
ness RPGs, but Cosmic Star Heroine should 
help propel them beyond the famed web- 
comic's fanbase and onto the radars of 
RPG fans everywhere. Inspired by the likes 
of Chrono Trigger, Phantasy Star, and Suikod- 
en, this turn-based tale of a special agent 
betrayed by her own government has all 
the makings of a modern classic, and we 


can’t wait to see more 


is why they were willing to work for free to 
make the Kickstarter campaign a_ reality. 
Every gamer has been in a situation where 
they would steal items from an NPC with no 
regard to its consequences. This is because 
game developers have ingrained a sense of 
entitlement into the heroes of the game, and 
through them, the players that play it. This 
is especially true in Japanese RPGs, where 
breaking into homes is a natural pastime. 


We want to hear the stories of the NPCs, and 


maybe dish a little payback to those heroes.” 
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six initial fighters released and more to come on a bi-monthly basis. 


PUBLISHER: 
Microsoft 
DEVELOPER: 
Double Helix 
PLATFORMS: 
Xbox One 
RELEASE: 
11.22.13 
PLAYERS: 

1-2 players 
ESRB: 

T 

PRICE: 

$20 launch pack, 
$40 ultra pack 


OUR RATING 
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SUMMARY 

Killer Instinct's small roster 
(for the time being) and 
heavily revamped character 
designs may turn a few 
players off at first, but stick 
around. The classic feel 

of Rare's fighting series 
remains perfectly intact, and 
with the Dojo on hand, you 
can learn to be a combo 
master in no time. It's nice 
to see it back, hiccups 

and all. 


After 17 years on the shelf, Rare's ‘90s arcade hit 
Killer Instinct makes its return as a seasonal Xbox One release, with 


While the business planning behind this leaves some- 


thing to be des 
front? — Double Helix makes up for it with tremendously 
cool fighting action that compares well to the original 


AD 


As before, each character comes loaded with combo 


oO 


ranging from quick 3-4 hit specials to more elabora 


20+ monsters that will take apart your opponent. 


Since the game currently lacks a story mode, you're 


pretty much stuck taking on quick one-off fights, which 


beat up online randos 
a little rusty or want to work on your combos, you can 


hop into the Dojo and freshen up a variety of skills, which 
is the only way you'll ever achieve some of that triple-ul- 


ra-combo madness. 


Though 
be off-putting — Sabrewulf got quite a touch-up — the 


he overdesigned nature of the characters can 


backgrounds look terrific and the fighting action moves 


at a very brisk pace. The music retains most of the origi- 


nal's fresh rock style, and the series’ inimitable announc- 


er makes his return, with plenty of new and classic quips 
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ed — anyone else want the full cast up 
: Jam revival a few years back. 


<4 


works well enough. You can fight locally with friends or : 
hanks to decent netcode. If you're ; 


: to energetically announce each combo. It's the best an- 


nouncer comeback since Tim Kitzrow graced the NBA 


he free version offers only one character, Jago. $20 gets 
ou all eight starters, but if you're a big fan of the series 


you might want the $40 Ultra package, which throws in 
fun extras and a solid edition of the 1994 arcade original. 
Though it's a bit tougher than | remember it being, it's still 
a great time, especially with local competition. 


el 


aying the old game reminded me of some favorites 


: missing from the new version, such as T.J. Combo, Fulgo- 
: re, and Spinal. They're coming — eventually — but having 


such a short roster may leave some fighting fans feeling 
: short-changed. 


Other than that, Double Helix should be commended for 
: building on a classic rather than trying to reinvent the 


: wheel. Killer Instinct feels like its classic self — especial- 


ly with Mad Catz’ custom fight stick in tow — and the 


action is good enough to invite a few friends over. Com- 


bo-breaker party, anyone? 


Double Helix 
should be com- 
mended for build- 
ing on a classic 
rather than trying 
to reinvent the 
wheel. 


© Fun, accessible 
fighting action 


© Retains that 
unique KI 
flavor 


© Spiffy next-gen 
graphics 


© Six characters 
(for now) is 
pretty low 


© minimal mode 
selection, too 


ood of the 
Werewolt.......... 


HERE'S A MONSTER MASH WORTH REMEMBERING. 


PUBLISHER: 
Midnight City 
DEVELOPER: 

Scientifically Proven 
PLATFORMS: 
PC 

RELEASE: 
10.28.13 
PLAYERS: 
Single-player 
ESRB: 

7 

PRICE: 

$9.99 


OUR RATING 


¥¥ 


SUMMARY 

Blood of the Werewolf is a 
unique marriage of classic 
monsters with challenging 
gameplay that can simply 
be described as “NES hard.” 


It's been along time since a game has put me through 
so many consecutive rage-inducing situations. If 
you're like me, this will feel very nostalgic. For every- 
one else, Blood of the Werewolf will be a trip through 
action-platforming hell. 


You play as Selena, a werewolf whose baby son, and 
the last offspring of his kind, has been kidnapped. 
You go off on a hunt to retrieve him by taking down a 
who's who list of classic monsters, such as Mr. Hyde, 
The Mummy, and Dracula himself. It's a tale of pure 
vengeance, one that’s well-written down to its in- 
triguing and unpredictable end. 


Shape-shifting gameplay is the driving force behind 
Blood of the Werewolf. Different sections of each level 
will either be cast in darkness or bathed in moonlight. 
The former has you in human form equipped with 
a crossbow that is, for the most part, accurate. Not 
only is it a tool of death for the enemies you face, it 


also acts as a way to hit out-of-the-way switches and 
power moving platforms. Special arrows also help to 
vanquish your foes. When the moon is out Selena 


Strid ePoena.. 


CAPCOM TRULY BRINGS HOME THE ARCADE ACTION. 


PUBLISHER: 
Sega 
DEVELOPER: 
Capcom 
PLATFORMS: 
Sega Genesis/ 
Mega Drive 
RELEASE: 
09.29.90 
PLAYERS: 
Single-player 
ESRB: 

NA 
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SUMMARY 

Strider for Genesis wins the 
test of time. This near-per- 
fect arcade port has the 
graphics and gameplay to 
bring you action at its finest. 


Strider is one of those games that inspired awe and won- 
der at the beginning of the 16-bit era. The arcade version 
was tough for most consoles to handle. Even the mighty 
SuperGrafx was having issues and caused the develop- 
ment team to give up, but that’s another story in and 
of itself. Sega and Capcom delivered with a then-whop- 
ping 8-megabit cartridge, which resulted in the most 


accurate Strider home conversion of the day. Some like 


myself, who loved the coin-op, were skeptical. But play 
after play, this cart delivered the arcade experience | was 
looking for. 


ow, 23 years later, | am glad to say that this game has 
stood up to the test of time. Graphically, Strider is one of 
the most impressive Genesis carts ever released, with 


colorful backgrounds enhanced with animation and par- 


allax scrolling. An iconic Strider setpiece has you running 
down a mountainside while landmines explode behind 
you. Then you have to make a huge jump over a chasm 


to reach the next checkpoint. 


Did you know: Crash Bandicoot's working title was Willy the Wombat. 
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Above: BOTW has bite, but that’s why we love it. 


transforms into a werewolf, granting her powerful claw strikes and a lifesaving double 
jump. It’s more fun to be the wolf, as you can more or less beast through a lot of enemies 
and take advantage of helpful special moves such as healing and an invincible dash. 


Fans of NES games like Castlevania and Ninja Gaiden will feel a familiar pang the first time 
an erratically flying bat knocks them into a pit of instant-death spikes. Trust me, you will 
die...a lot. Luckily, loading is quick and checkpoints are plentiful, keeping frustration down 
and engagement high. Considering this solid foundation, it’s easy to recommend Blood of 
the Werewolf to gamers looking for both a challenge and a bona fide retro experience long 
thought extinct in this day and age. 


Above: After all these years, Hiryu still looks sharp. 


Gameplay is where this cart really shines. Simple controls allow you to move, attack, and 
jump. Strider can also slide, which proves useful to dodging bullets and the like. Enemies are 
detailed and well animated, with special attention given to mid-bosses and enormous end- 
of-level bosses. These bosses are some of the biggest sprites the Genesis could handle, and 


although not as smoothly animated as in the coin-op, they're still impressive. 


The music and sound effects are also worth mentioning. Instead of each level having one 
looping background tune, which was the norm for that era, Strider's score changed frequently 


as you moved through a stage. 


Overall the game is shorter than most, only five levels long. But what transpires during those 
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five levels is nothing less than action at its finest. 


Pam REVIEWS 


PUBLISHER: 
Telltale Games 


DEVELOPER: 
Telltale Games 


PLATFORMS: 

PS3, Xbox 360, PS Vita, 
PC, Mac, iOS 
RELEASE: 

10.28.13 

PLAYERS: 
Single-player 

ESRB: 

M 


PRICE: 
$24.99 (full season) 
OUR RATING 
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SUMMARY 

What happens when you 
mix fairy tales with the 
movie Chinatown? The 
Wolf Among Us delivers 
a murder-mystery worth 
investigating! 


There's the 
obligatory | > 
annoying 
character 
with Elvis the 
alien whose 
voice sounds 
like a dweeby 
adolescent Jar 
Jar Binks with 
a better grasp 
on the English 
language. 


Rare, 4) Studios (XBLA) 


Per 


Game Studios (XBLA) 


Following up last year's unanimously acclaimed, mul 


ti- 


ple “game of the year” winner The Walking Dead was no 


easy task for Tell 


ale Games. Trying to find similar suc- 


cess with a different franchise altogether only ups the 


ante for the adventure-gaming studio. Can they catch 


lightning in a bottle twice? 


The Wolf Among Us: Episode 1 - Faith is the first in a five- 
part series based on the popular comic book series Fa- 


bles. The inked lines, coupled with great use of color and 


lighting, really make the game feel ripped right off the 


pages and broug 
issues between scenes. 


some excellent nods to his history with other color 


aracters, such as The Woodsman and one of t 


Cc 
Three Little Pigs. Voice actor Adam Harrington do 
a 


a) 


raint, which goes out the window by the end of t 


episode. Melissa Hutchison (TWD's Clementine) do 


real nice job conveying a sense of weariness and re- 


t to life, despite occasional framerate 


The opening does a nice job setting the tone as we're 
introduced to our protagonist, Bigby Wolf. There are 


es 


a nice job as Toad Jr. and Beauty, but Chuck Kourouk 
who voices Mr. Toad and Bufkin, steals every scene. 
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PUBLISHER: 
Nintendo, Microsoft 


DEVELOPER: 


PLATFORMS: 
N64, XBLA 
RELEASE: 
05.22.00 
PLAYERS: 

1-4 players (N64), 
1-8 players (XBLA) 
ESRB: 

M 


noying c 


English language. Enemy A 
OUR RATING 
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Perfect Dark is like those 
40s you (okay, I) drank in 
college. It's bitter, and not as 
good as memory suggests, 
but still delivers some fun 


side, and 


them easy targets. 
SUMMARY 


At least the guns are cool, 
(RC-P90 from GoldenEye) 
which can deploy a turret. T 


nostalgia. 


with an ability to create 


tha 


at higher difficulties add welcome challenge and replay value, 


and the game gets bonus points for having a black president 


back in 2000. 
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Perfect Dark was considered a successful spiritual sequel to 
the revolutionary GoldenEye 007, pushing Rare’s well-estab- 
lished N64 tech even further. Unfortunately, time hasn't been 
too kind to Joanna Dark, as playing her game today brings 
to light some awful level design (I’m looking at you, Crash 
Site), below-average framerates, and a story that quickly 
degrades to SyFy-channel schlock. There's the obligatory an- 
aracter with Elvis the alien whose voice sounds 
a dweeby adolescent Jar Jar Binks with a better grasp on 
isn't a whole lot better, as a lot of 
them will run up to a certain spot near you, slowly roll to one 
shoot. This is all done at a slow pace which makes 


eeping classics like the RC-P 
and introducing the laptop gun, 
he multiplayer is also still a blast, 
bots and customize fun scenarios 
actually improves upon its predecessor. Extra objectives 


A howl of a whodunit. 


Quick time events and narrative choices still drive home the story and gameplay here much 
ike in past Telltale titles. The timer being red can make it a little difficult to see sometimes, 
but fast-paced and brutal fight scenes feel great, with finely tuned button presses and quick- 
ire choices on where to take the next scene. Your decisions affect how the plot will play out 
hroughout the rest of the season, and Episode 1 lays down some good groundwork with a 
ew major moments that give your involvement serious weight. 


By the final scene you'll be begging to play Episode 2. Yes, it leaves on a major cliffhanger, but 
one that wouldn't be so effective if we didn’t already care so much about the characters. So 
ar, The Wolf Among Us is on the right track to becoming a memorable adventure full of noir, 


it cigarettes, and talking pigs. 
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PUBLISHER: 
Clever Machine Studios 


DEVELOPER: 
Clever Machine Studios 


PLATFORMS: 
Atari 2600 


RELEASE: 

2013 

PLAYERS: 
Single-player 
OUR RATING 


Desert BUS 2600 spike kennedy 


Desert Bus 2600 is a 2013 remake of the infa- 
mous Desert Bus, which originated as a segment 
of the unreleased 1995 Sega CD title Penn & Tell- 
er’s Smoke and Mirrors. Each included game had 
a trick or gimmick to it; Desert Bus’ was simply 
that it was incredibly, mind-numbingly monot- 


onous. 


Desert Bus saddles you with the task of driving 
a bus (max speed: 45 miles per hour) the en- 


tire 407-mile distance from Tucson, AZ to Las 
Vegas, NV, which earns you a single point. Then 
you can drive back (another point). 


This revised edition remains true to the original 
formula and is just as monotonous and boring— 
but therein lies the game's beauty. It’s definite- 
ly not for everyone, but it’s become a staple of 
charity gaming marathons. Come on, suffer for 
a good cause! 
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PUBLISHER: 
Devolver Digital 
DEVELOPER: 
Flying Wild Hog 
PLATFORMS: 
PC 


RELEASE: 
09.26.13 


PLAYERS: 
Single-player 
ESRB: 

M 


OUR RATING 
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Flying Wild Hog is most widely known for Hard 
Reset, an old-school PC approach to first-per- 
son shooting with a design ethos that left au- 
diences split. 


| liked it, and find Shadow Warrior's heart is in 
the right place, too. It’s mostly hack-n-slash 
with a dash of fetch-work thrown in, but for the 
most part the experience is tight, focused, and 
overall impressive. 


There 
screen, as well as some other performance 
ike the recent Rise of the Tri- 


ad, its system requirements are actually a little 


is the occasional awkward loading 


hiccups. (Much 


steep for a classic remake.) That said, Shadow 
Warrior is a solid reboot of a classic franchise 
whose step is slightly hampered by some fairly 
obvious technical shortcomings. Once you get 


past those, it's a fun ride. 


PUBLISHER: 
Atari 


DEVELOPER: 
Atari 


PLATFORMS: 
Atari 2600 


RELEASE: 
09.11.77 


PLAYERS: 
2 players 


OUR RATING 
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Co lM) bat ’yMike Kennedy 


Atari pretty much wrote the book on launch ti- 
les when it included what was one of the first 
videogame “pack-ins,” Combat, with the release 
of its 1977 VCS console. Combat was the per- 
ect pack-in for the fledgling system, including 
27 game variations on one cartridge. Young 
gamers could choose a variety of levels and 


ake control of tanks, bi-planes, or jets. Taking 
inspiration from Kee Games’ (which was later 
discovered to have been created by Atari as a 


“fake” competitor) 1974 Tank coin-op, Combat 
really shined as a two-player game, pitting two 
friends (and often parent and child) against one 
another for domination of the obstacle- and 
cloud-laden playfields. Combat spawned a lit- 
tle-known sequel in 1984, but it failed to launch 
due to the videogame crash. Fans of the original 
can now play Combat 2 via emulation, and it is 
also included in the Atari Flashback 2, 3, and 4 
retro-consoles. 


PUBLISHER: 
Nintendo 


Killer Instinct 


’yMartin Alessi 


While Killer Instinct tries to capture 


the bells and whistles of the then- 


DEVELOPER: 
Rare 


PLATFORMS: 
SNES 


RELEASE: 
10.20.95 
PLAYERS: 
1-2 players 
ESRB: 

T 


stunning arcade fighter of 1994, the 
limitations of the SNES hold it back. 
After seeing how well Street Fighter I/ 
ported to the SNES | really expected 
more. The gameplay is somewhat 
solid with plenty of special moves 
and combos to learn, but the timing 
seems a bit off. The visuals really leave 


me wanting. From the resampled 
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characters to the simplified backdrops 
| just don't like the quality. K/is a good 
fighter, just not a great one. 
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“| have over 11,000 individual and unique 
games, and growing. | purchase on average "' 
about two games a day.” — Michael Thomasson 


Onpiciate 


Above: This is the 
largest videogame ame 
collection in the world! jResag > 


Collecting classic videogames has turned into a massive hobby for many retro-gamers. Every issue, Insane Collections will take an in-depth look at some of the 


most monolithic and noteworthy videogame collections in the world. Do you think your game collection is insane and want to share it with others? Then email your 
contact info and a short description of your collection to tips@readretro.com, and it might adorn the pages of a future issue of RETRO magazine. 


To kick off our premier issue of RETRO we thought we 
would start with the largest videogame collection in the 
world. Now, how would we know which collection's the 
largest? Because this one is deemed so by none other 
than Guinness World Records. Read on to get a behind- 
the-scenes glimpse of this record-breaking collection and 
hear from the man behind it, Mr. Michael Thomasson. Mi- 
chael will also be a regular contributor to RETRO. Let the 
bragging begin! 


RETRO: How long have you been collecting? 


MT: | started in 1983 with the ColecoVision and had ac- 
quired a near complete set, but sold the whole collection 
o purchase a Sega Genesis when it was released. | was a 
big fan of the arcade coin-ops and Sega was bringing them 
ome in great fashion at the time. So, | essentially hit the 
reset button in 1989 and started all over again. 


started seriously collecting when | was helping my neph- 
ew clean out his basement in 1993. He started to dispose of 
is Sega Master System and Odyssey? into the trash when 


mentioned that | always wanted both of those systems 
and never had a chance to really play them. At that point 
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he gave them to me and | became hooked all over again. 
At that time people were not really into collecting games 
and their value had not yet exploded, so | was able to buy 
dozens and dozens of games for those systems via pawn 
shops and flea markets for pennies on the dollar — long 
before eBay and resellers popped into existence. 


By 1998 | had acquired complete sets for the Sega Mas- 
ter System and TurboGrafx-16 (including imports) but sold 
them all to pay for my wedding to my lovely bride, JoAnn. 
A decade and a half later | still have no regrets despite 
Magical Chase being so darn elusive! 


RETRO: | hear you have the largest videogame collection 
according to Guinness World Records. How did they hear 
of your collection, and how did they quantify it? 


MT: Guinness was not aware of my collection until | con- 
tacted them. | had purchased a copy of the Guinness World 
Records Gamer's Edition 2011 and when | saw the entry, | 
knew that | was close if not already over the standing re- 
cord. However, | had to confirm this was the case and spent 
several hours a day entering my inventory into Game Col- 
lector software to obtain an actual accurate number. This 
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Above: Featuring games from every platform imaginable, 
Michael's collection is the envy of retro-gamers everywhere. 


took several months of organization and compiling. 


| first contacted Guinness on April 27, 2012. | received my 
“Claim ID" on April 30 and permission to make an attempt 
on October 12, 2013, meaning that my qualified and expert 


Badness in a Box: Is that a Power Glove in its original packaging? Why yes, it is. Lucas would be proud. 


witnesses were approved, which had to 
be done in advance. 


The actual count was performed on De- 
cember 3, 2012. Following the event, it 
took two full weeks to compile all the 
paperwork, photographs, and edit all 
the recorded video, which was submit- 
ted to Guinness on December 19 in a 


massive box. It was officially recognized 


by Guinness on July 11, 2013, nearly two 
years after starting the endeavor! In 
late August | was presented my actual 
Guinness World Records certificate. The 


clincher...Guinness then kindly request- 


ed that | stay quiet about the record until 
the release of the 2014 Gamer's Edition 
of the book. 


RETRO: How many individual videog- 
ames do you have in your collection? 
Are most complete in box or loose/ 
incomplete? 


MT: | have over 11,000 individual and 
unique games, and growing. | purchase 
on average about two games a day. | 
keep to a regimented budget and have 
limited myself to approximately $3,000 
a year for the past 20 years. 


Most of the games released before the 
‘90s are loose (with some exceptions) 
while most since are complete. About 
a third of the collection is still factory 
sealed and shrink-wrapped. 


RETRO: How many consoles do you 
have in your collection? 


MT: 108 platforms and growing. These 
are unique systems, meaning that | 
count both versions of my Sega CD 
(model 1 and my CDX) as one plat- 
form. To get to this number, | have had 
to acquire some very rare and unusual 


systems such that even the most versed 
and die-hard gamers may not even be 
aware that they even exist, such as the 
Casio Loopy, Apple's Pippin, Epoch’s Cas- 
sette Vision and Super Cassette Vision, 
the Amiga CD-32, the CreatiVision, the 
FM Towns Marty, and even the Cougar 
Boy from Brazil. 


RETRO: Is there anything you want 
that you don't currently have in your 
collection? What is the most you ever 
spent on a piece? 


MT: | have a list of items tha 


uously look to obtain, all of which reg- 


| contin- 


ularly show up on eBay and other auc- 
tion sites from time to time. | may just 
not have the money to purchase them. 


However, there are a few titles that | 


have never seen pop up such as Cyber 
Soldier Sharaku for the Philips CD-i or 
Crayon Shin-chan 3 for the Nuon that was 
only released in Korea. 


On the hardware front, | have been look- 
ing for a Halcyon unit for decades to no 
avail. The same with the APF Imagina- 
tion Machine. The NTSC Cheryco ver- 
sion of the CreatiVision has also been 
elusive. 


The two most expensive items | have 
purchased for my collection were the 
Pippin and FM Towns Marty, both near- 
ing $500 each. Other than those two 
items, | do not think that | have spent 
more than $200 on any game system 
or $80 on any piece of software. | rarely 
pay more than $10-15 for anything. So, 
most of my items were bought inexpen- 
sively. | look for the deal and am patient. 
To get to the number of items | have with 
a limited budget | had to be disciplined 
and extremely efficient. 
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MICHAEL'S 
VIDEOGAMES AND CONSOLES 


DinoPark Tycoon (3DO) 


Chip Chan Kick! 


(NEC PC-FX) 
Blue Thunder 


(Action Max) Iron Soldier 3 (Nuon) 


NFL Football: L.A. Raiders 
vs. SD Chargers 
(RDI Halcyon) 


Panzer Dragoon Saga 
(Sega Saturn) 


The Dynastic Hero 
(TurboGrafx-16 
Super CD) 


BattleSphere Gold 
(Atari Jaguar) 


Jack Bros. (Nintendo 
Virtual Boy) 


Road Prosecutor 


(Pioneer LaserActive) 


PROTOTYPES: 
Fully complete Eye of the Beholder with functioning 
battery back-up technology for the Atari Lynx. 


CONSOLES: 


Brown Box replica hand-made and autographed by 


the number 
of items | 
have with 

a limited 
budget | 
had to be 
disciplined 
and 
extremely 
efficient.” 


Michael Thomasson 
Guinness World 
Record Holder 


Ralph Baer (father of the home videogame) himself, 
given to Michael as a gift. 


MICHAEL’S 10 
iedertiieenien GAMES 


Resident Evil 4, because the mood is perfectly captured, 
the control is spot-on, and the laser-sight aiming is 
extremely accurate. 


The Dreamcast's Alien Front Online, as it was the only 
online game that has ever kept my interest 


. Alan Wake, because it plays like a Stephen King book 
with even better writing 


Robotron: 2084, because it is the one game that | con- 
tinually return to and seems fresh every time | play it 
Plus as the original dual-joystick game — it rocked! 


Alien vs. Predator on the Atari Jaguar because it was the 
first game to make me jump and scream. 


Dead Space, because it was the first game since Alien vs. 
Predator to make me jump in fear! 


Cannon Fodder because it 
and a dark sense of humor. 


ad a unique control scheme 


Jumpman Junior, because it is devilishly clever. 


Gunstar Heroes, because it is the best of the Treasure 
games and they were one of the best developers. 


MT: As hard as it was to nail down 10, | just couldn't do it. 
Here are two bonus games that I just couldn't leave out. 


Lady Bug, hands-down the best maze game ever, top- 
pling even the mighty Pac-Man. 


Beauty and the Beast on the Intellivision. It is just plain 
good old-fashioned fun. 
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Kohler's Collect-a-Thon | 
NESessary Evils 


YOUR GUIDE TO BUILDING 
THE ULTIMATE RETRO LIBRARY chris Kohler 


The market for original classic games has never been hotter. Whether you're obsessed with collecting or just want 


to play your old favorites in their original format, you're paying more for old games than ever before. Each issue in 
Collect-a-Thon!, we'll break down the current collecting scene for a particular platform. 


THE PLATFORM 

From the ashes of the Atari crash, Nintendo revived 
the home videogame market when it released the 
Nintendo Entertainment System in 1985. It would 
go on to sell 34 million of these consoles in North 
America alone, introducing kids to Super Mario 
Bros., Legend of Zelda, Mega Man, Metal Gear, and 
many more enduring franchises. Nintendo also 


pioneered the third-party licensing model — though 
many enterprising companies still made unautho- 
rized NES games. 


COLLECTING IT 

intendo made NES games from 1985 until 1994, 
eaving us with a library of 677 distinct licensed 
games. That doesn't include unlicensed games like 
hose from Tengen, Camerica, etc., of which there 
are another 90 or so. Since Nintendo cranked out so 
many millions of pieces of hardware and software, 


it’s not that difficult or expensive to get your hands 


ona working NES and a modest library of the most 
popular games. 


intendo’s initial run of first-party launch games 


shared a common graphic design, from which they get 
heir nickname “black box games.” While none of these 
cartridges are particularly hard to find, the boxes and 


manuals can be very pricey depending on condition. 
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THE HOT ONES 
Here are the games any collector would go crazy to 


find in a box of junk at a flea market. Every piece of 
these games, from the cartridge to the manual to 
the box, is worth big bucks. 


Note: While the rarity of certain items rarely changes, 
price often does — both up and down. These prices are 
generally accurate as of early 2014, but anything could 
happen. 


Stadium Events (1987) 

Even though this is the rarest licensed NES game 
anywhere, you've probably played it — it’s the origi- 
nal version of the Power Pad game World Class Track 
Meet. Bandai only released a few of these before 
intendo bought the rights and renamed it. Collec- 
tors who want the full run of 677 licensed games 


all fight over the handful of Stadium Events that are 
ut there. A loose cartridge can bring over $3000, 


) 
and a complete-in-box copy might go for $20,000 
or more. 


The Flintstones: Surprise at Dinosaur Peak (1994) 
Taito was one of the publishers that kept making 
NES games late into the system's lifespan, and this 
is the rarest. (It also sucks.) Cartridges can sell for 
over $600, and boxed copies over $1500. 


Little Samson (1992) 
Another Taito game, but this one is actually a fun, 


original platformer. Being sought after by both play- 
ers and collectors means this is almost as expensive 
as Flintstones even though it isn’t as rare. Expect to 
pay upwards of $500 for the cartridge, and $1100 
or more complete. 


Bonk's Adventure (1993) 

Did you know that Hudson Soft made a version 
of its prehistoric TurboGrafx-16 platformer for the 
NES? Did you know that to play it you'd have to fork 
out about $250 for the cartridge alone? 


Bubble Bobble Part 2 (1993) 

Panic Restaurant (1992) 

Power Blade 2 (1992) 

This trio of Taito releases isn't quite as hard to find 
as Samson and Flintstones, but still rare enough to 
merit about $200-300 for each cartridge and up- 
wards of $600 for complete-in-box copies. 


Zombie Nation (1990) 

The one-and-only NES release from obscure pub- 
lisher Meldac, it's a bizarre shooter in which you 
control a giant flying samurai head who comes to 
the United States to kill zombies. The cartridge goes 
for about $150. 
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Donkey Kong Jr. Math (1985) 

This NES launch game comprised the entirety of 
the NES “Educational Series.” Apparently kids didn't 
want to learn addition from a gorilla. The cartridge 
is only worth about $30, but a mint-condition box 
can bring over $1000 by itself, with that price going 
down as the box acquires more wear. 


Stack-Up (1985) 

This NES launch game required R.O.B., the Robotic 
Operating Buddy accessory. It came packaged in a 
large box that held the hands and blocks that R.O.B. 
used to play it. While the cartridge itself goes for 


about $45, a complete set is much harder to come 
by and goes for upwards of $350. Make sure all the 
parts are in the box! 


UP AND COMING 

f you're trying to complete a NES collection, you'll 
be dismayed to hear that there are many more 
games that are approaching $100 for just a car- 


ridge, and much more for a complete copy. But it 
wasn't that long ago that Little Samson and Panic 
Restaurant, for instance, fell into this category. So if 
you really want these games, you might consider 
dropping the cash now in case they go up in value 
later. 


Capcom was one of the great NES publishers, and 
some of its latter-day games are quite hard to find: 
Mighty Final Fight, Snow Brothers, Gargoyle’s Quest II, 
Chip ‘N Dale's Rescue Rangers 2, and DuckTales 2. 
The six Mega Man games have also been steadily 
increasing in value. Mint-condition boxes for Mega 


Man and Mega Man 5 can get upwards of $100 
each (2, 3, 4, and 6 are less rare). 


Other late releases that are rare include Dragon 
Warrior II, Ill and \V, Contra Force, Pro Sport Hockey, 
Wacky Races, The Jetsons: Cogswell’s Caper, Cowboy 
Kid, Gun Nac, Teenage Mutant Ninja Turtles: Tourna- 
ment Fighters, Color a Dinosaur, Battletoads & Double 
Dragon, Fire ‘N Ice, Dragon Fighter, and Bomberman Il. 
These cartridges alone can sell for between $50 
and $100. 


UNLICENSED, NOT UNLOVED 

If you remember buying or renting unlicensed NES 
games, the two companies whose products you 
most likely came in contact with were Tengen and 
Camerica. None of their games are particularly rare 
today. Tengen’s unauthorized version of Tetris actu- 
ally used to be worth much more money than it is 


now; the cartridge can be had for about $35. 


The pricey unlicensed games are from more ob- 
scure companies. There was the infamous Wisdom 


Tree, a maker of Bible-themed games. Sunday Fun- 
day and Bible Buffet are the hardest-to-find games 
from its catalog (though the extras aren't as rare as 
the games, because Wisdom Tree recently sold off 
tons of mint-condition boxes and manuals from its 


storage facility). 


Similarly, some games from Color Dreams aka 
Bunch Games are common, while others are very 
hard to find. The big ones include King Neptune's Ad- 
venture, Castle of Deceit, and Secret Scout. And we'd 


COLLECT-A-THON 


be remiss if we didn’t mention the X-rated porn 
games from Panesian — Bubble Bath Babes, Hot 
Slots, and Peek-A-Boo Poker — which go for $500 or 
more loose, and over $1000 complete. 


Finally, there are some multi-game cartridges with 


original titles (as opposed to copyright-violating 
00O-in-1 carts) that can go for quite a bit; these 


include Maxi 15, Action 52, and a 6-in-1 game pro- 
duced by both Caltron and Myriad. The Myriad ver- 
sion can cost $1000 loose and $2000 complete. 


SPECIAL EDITIONS 

Some NES collectibles were given away as con- 
test prizes — or were never intended to be avail- 
able to the public at all. The most famous are the 
Nintendo World Championships cartridges, used in 
a 1990 national tournament. Gold versions of the 
cartridges given away by Nintendo Power are worth 
over $20,000; gray cartridges given to the finalists 


around $10,000. Similarly, a cartridge used for a 


college event called Nintendo Campus Challenge has 
sold for over $20,000. Collecting of NES prototype 
cartridges — the development ca 


s used by pub- 


ishers while they created the games — has also tak- 
en off in recent years. The most valuable prototypes 


are games that were never officially released, like 
he NES versions of the classic role-playing games 
Earthbound and Final Fantasy |. But even prototypes 


of released games can be worth money, especially if 


hey differ significantly from the final version. 


AVOIDING FAKES 

As the prices of NES games spiral higher and high- 
er, there is more incentive for unsavory types to 
attempt to cheat unsuspecting collectors. As you 
might imagine, fake Stadium Events are quite com- 
mon. Ask sellers to open the game up and show 
you the board inside, then compare it to a real Sta- 
dium Events circuit board, photos of which are eas- 
ily found on the Internet. Another scam is the rare 


game with “no label.” This is often a fake board with 
rewriteable EEPROM chips inside a blank NES shell. 
You can often tell fake games by comparing their 


labels to real ones and playing spot-the-difference. 


Chris Kohler (@kobunheat) is the founder and editor of Game | Life, 
the gaming channel of WIRED. He is a lifelong game collector and 
the author of the books Power-Up and Retro Gaming Hacks. 
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PRIMAL SOUP: RESOGUN 


AND DEBT OWED TO DEFENDER 


Savor the delicious irony of the PlayStation 4: 
While experts generally agree it’s the more 
powerful of the two newly launched next-gen- 
eration consoles (and thus the most powerful 


console ever), 
wasn't a big-bu 


its standout day-one exclusive 
dget would-be blockbuster like 


Killzone or Knack but rather a smaller, down- 


oad-only crea 


tion: Housemarque’s Resogun. 


The simple fact that PS4's hottest property 
was an independently developed digital title 


isn't the irony h 


ere, of course. On the contrary, 


that’s more like a taste of things to come. 


ah, what makes Resogun so interesting is that 
at heart it's basically Eugene Jarvis’ Defender. 
The bellwether for gaming's future amounts to 
a 30-year-old arcade game. 


| can certainly think of worse inspirations. 
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How an arcade classic influenced the 
hottest game on PlayStation 4. 


Defender may be old news today, but in its time 
it shook up game design, introducing both new 
technology and new concepts in a compact 
package designed to keep players entertained 
for a couple of minutes, max. Consider how 
many games grind along for dozens of hours 
without ever presenting anything new or inter- 
esting; Defender blew your mind in 60 seconds. 


Before Defender, games rarely scrolled, and 
when they did it was always fixed or forced, 
and always in a single direction. Defender let 
you scroll freely backward and forward at your 
own pace, laying out its world in an infinite loop 
of rugged scenery. 


Well, maybe “let you scroll freely” isn’t entirely 
accurate; it would be more correct to say De- 
fender forced you to dart backward and for- 


ward constantly in a desperate struggle to stay 
ahead of your foes. Defenders enemy forma- 
tions were relentless, an endless onslaught of 
invaders demonstrating a variety of behaviors. 


Some descended in an effor 
helpless humans scattered a 


t to abduct the 
cross the land- 


scape, while others homed in on you to harass 


and distract you from preven 


ting the abduc- 


tors from comp 


eting their grim work. An alien 


who successfully spirited away 
absorb its victim and power 


a human would 
up, becoming a 


deadly Mutant bent on (and more often than 
not, capable of) destroying your craft. 


To even the odds somewhat, Defender intro- 
duced a second new innovation to arcade 
games: the mini-map. Most of the screen's 
top row consisted of a condensed radar that 
showed the relative positions of your ship, 


every alien craft, and ground-based humans. A 
quick glance offered a quick tactical overview 
of the entire game — a major advantage. Then 
again, parlaying that advantage into action 
was more easily said than done, as Defenders 
insanely fast pace made for an intensely cha 
enging game even for those forearmed with 
formation on their enemies. 


= 


Defender used a spare visual style — thin out- 
es on stark black — to keep the action clip- 
ing along at full steam. Despite using a tradi- 
tional raster monitor, Defender could easily be 
mistaken for a vector game both in style and 
speed. Even your ship's projectiles seemed to 
imitate vector technology, with a bright leading 
point followed by a fading trail. 


US 


Altogether, these traits gave Defender a reputa- 
tion for being one of the most challenging ar- 
cade games of its era — though never unfairly 
so. Everything you needed to know and do was 
right there, laid out for your use. But Defender 
offered no quarter, unlike gentler games such 
as Donkey Kong and Pac-Man; it immediately set 
about destroying you at breakneck pace. 


Resogun draws almost all of its inspiration from 
Defender, from the two-direction movement 
and shooting, the endless-loop stage design, 
and even the need to prevent human abduc- 
tion by alien captors. What makes it interesting 
is the way that Housemarque interprets the 
various elements of a decades-old arcade title 
or a cutting-edge console. 


For starters, Housemarque'’s added a learn- 
ing curve, something Defender sorely lacked. 
Resogun has five different stages with escalating 
hazards and increasingly tricky enemy forma- 
tions, and it also offers several difficulty modes. 
The easiest difficulty is manageable, while the 
unlockable hard mode makes Defender look like 
a lazy Sunday in the park. Yet despite the low- 
ered barrier to entry, Resogun maintains an el- 


ement of inscrutability by not really explaining 
how its human-abduction mechanics work. In- 
stead, you have to do the old-school thing an 
figure it out on your own through experimenta- 
tion and observation. Meanwhile, it retains the 
classic arcade emphasis on scoring, meaning 
that mere survival through the constant enemy 
waves isn’t enough; you have to avoid letting 
your combo meter wind down, too. 


Q: 


Even more interesting is the role played by the 
game's visuals. Where Defender used sparse 
graphics to avoid complicating the action, 
Resogun deliberately tries to overwhelm you by 
pouring on a kind of visual overload. The little 
enemy detonations of Defender have become 
billowing cascades of voxel particles; every bul- 
let and burst emits a searing light. Everything 
is neatly color-coded and makes visual sense 
once you learn to read the screen, but devel- 
oping an intuition for the action requires the 
same amount of dedication as mastering De- 
fender's radar. 


Speaking of the radar, Resogun doesn't bother 
with that particular feature — it doesn’t need 
to. The endless scrolling of Defender translates 
here into combat mapped onto a sort of cylin- 
der, and as you move back and forth the world 
“rotates” behind you. The practical upshot of 
this is that you can see what's happening ev- 
erywhere at once, including the appearance of 
abductors come to swipe your humans; their 
telltale red rings of light can be seen all the way 
on the other side of the cylinder. 


There's no telling what Jarvis thinks of all 
this, but whatever Resogun lacks in originali- 
ty it more than makes up for in its clever ap- 
proach to adapting the specifics of Defender 
to work — often in very different ways — for a 
modern console. And more than that, it's wel- 
come proof that regardless of how technology 
evolves, great game design is timeless. 


Jeremy Parish works as senior editor at 
USgamer.net, co-host of the Retronauts 
podcast, and grim overlord of gaming blog 
2-Dimensions.com, Occasionally, he even finds 
time to sleep. 
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Images from top to bottom: Defender, Resogun, 
Defender arcade cabinet 
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WITH FEELING 


There’s more to a good 
remake than slavish mimicry 


DuckTales was one of the formative games of 


my...well, that’s overstating it, but it sure bright- 
ened up my 1989. | remember friends marveling 
at Nintendo Power's characteristically thorough 
coverage. Everyone was all, “whoa, this game to- 
tally looks like a cartoon!” By the time | returned 
the cart to my pal Ashley, | had earned my place 
among the pogo-jumping, avian plutocracy. 


Time machine, 2013: | am now old. More impor- 
tantly, WayForward’s DuckTales Remastered is 
here. HD graphics! Remixes by chiptune master 
Jake “Virt" Kaufman! 93-year-old voice actors! 
What could possibly go wrong? “DuckTales, 
woo-ooo!” right? 


Alas, no — DuckTales Remastered left me cold. 
WayForward and co. “remastered” a NES clas- 
sic, but was it for the better? This classic game 
didn't need maddeningly frequent, pace-disrupt- 
ing talky bits, or exponentially longer, more an- 
noying boss fights. And with apologies to Virt, | 


find DuckTales' widely admired 8-bit tunes more 


enjoyable than the remixes. 

As | played, frequently bored, | asked myself: 
Why have we been clamoring to traipse through 
warmed-over levels nearly identical to those we 
conquered 24 years ago? “HD” doesn’t always 
means “better.” Here it's more, “superficially 
prettier, with a bunch of caveats.” 
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DuckTales Remastered might be an improvement 
if you don't dig NES-style aesthetics, but the 
supposedly primitive, 8-bit game does a much 
better job of staying out of the way and just let- 
ting me have fun. After all, sometimes | just want 
to cane some wildlife to death and loot the trea- 
sures of indigenous peoples — as a duck — with- 


out being pestered by my awful little nephews. 


(Videogames are weird.) 


Another Disney game of that era, Sega's first 
16-bit one, was 1990's Castle of Illusion Starring 
Mickey Mouse. Its action wasn’t particularly riv- 
eting or complex, and the graphics were only 
impressive by early Genesis standards. Though | 
enjoyed it | preferred DuckTales, a more immedi- 
ately gratifying, snappy game. 


But Castle of Illusion harbored a strange quality: 
uncommon charm. At first you may not notice, 
such is its subtlety, but level by level it brings to 
bear a fusillade of charisma on its unsuspecting 
player. Suddenly, at the end of Mickey's journey, 
having just aced the closest thing the game has 


o a challenge, you realize what a very nice time 
it all was. It’s the 16-bit equivalent of a warm 
bath. 


Sega Studios Australia, though unrelated to the 


original Japanese team, somehow succeeded in 
creating a remake that does total justice to the 
original's unusual appeal. Against all odds, Castle 
of Illusion (2013) retains that incredible charm, 
and it’s not even a stretch to say that it’s better 
than the Genesis original. 


Unlike DuckTales Remastered, the new Castle of 
Illusion uses its predecessor as a guideline, not 
a blueprint. Level themes remain the same, but 
layouts are quite different. Some segments tran- 
sition from 2D side-scrolling to free 3D move- 


ment, and back. This is an 


, different game, 
and it’s much more interesting as a result. 


In contrast to Remastered, with its shiny but ul- 
timately inconsequential high-res artwork, Cas- 
tle of Illusion deftly uses today's technology to 
broaden its range of expression beyond what the 
Genesis could achieve. Its careful synthesis of 
audio, visuals, and gameplay creates something 
new. Instead of that sense of been there, done 
hat, Sega's remake inspires fresh emotions. 


For me this reached a climax in the fourth world, 
a large-scale library with an extraordinary at- 


ention to detail. Banjo-Kazooie composer Grant 


irkhope’s music skillfully adapted and elab- 
orated upon the original’s memorable score. | 


aughed with delight at the perfectly conceived, 
vintage Disneyana enemies, and enjoyed the 
navigation challenge presented by giant, aggres- 
sively shifting books. 


Then | reached 
he visuals, mu 


the Candyland sub-stage, where 
sic, scenario, and action came to- 


gether to crea 


e one perfect moment, the kind 


nostalgic gamers always hope for but seldom 
ind. It was beautiful. “Oh right,” | thought, “this 
is why | liked this game back then.” Except it was 
a different game, which only kinda looked like 


his one. 


The action’s only slightly more developed, and the 
challenge, mild. But | am a cynical, 30-something, 
burnt-out husk of a gamer, the sort Howard Phil- 


lips warned you about. Castle of Illusion took the 


best parts of the original, showed me something 
new, and made me smile in the process. As far as 
I'm concerned, that’s a remake done right. 


Alexandra Hall (@alyxjanehall) has been doing the word nerd thing since 
the Dreamcast days, when she got really resentful toward PlayStation 2. 
(They've since made up.) When she's not picking on WayForward she copy 
edits magazines of the sort you might find in affluent gamers’ bathrooms. 


REBOOT THIS!: 
SHATTERHAND 5:00 sense 


Game history is littered with neglected gems. 
In Reboot This! We pick one such-forgotten 


favorite and give it a retro-modern makeover. 


RETROTAKES ON THE JALECO/NATSUME CLASSIC 


Originally released in 1991, Shatterhand holds a spe- 
cial place in my heart. As an 8-year-old boy, all | knew 
was that the guy on the cover had metal fists, and 
was Clearly about to punch someone directly in the 
face with those fists. | wanted it immediately. Upon 
freeing the fresh cart from its cardboard prison and 
inserting it into my war-torn NES, | was greeted with 


the greatest theme song in videogaming history. 


What followed was a months-long addiction, an ob- 
session that drove my mom absolutely nuts. So, why 
not reboot Shatterhand? It's only one of the coolest 


side-scrolling, beat-em-up platformers of all time. 


First of all, Shatterhand? Out. Shatterfist? In. Shatter- 
hand implies some epic E. Honda-level of ultra slap- 
ping that would make Rick James jealous. Shatterfist 


lets you know someone is getting punched, and likely 
in the face. We can also up the world-building ante 
here, and really give Shatterfist the backstory it de- 
serves. Here's my pitch... 


Shatterfist takes place in a world taken over by a mas- 
sive cyborg army known as M.E.T.A.L. (Mechanized 
Evil Terror Attack Legion). M.ET.A.L. has subjugated 
the entire human populace, save for a few pockets of 
resistance. You play as a member of that resistance, 
and during a raid that takes place prior to the game, 
your character is ambushed by M.ET.A.L. soldiers. 


They beat you mercilessly, but instead of outright kill- 


ing you, just rip off your arms and leave you for dead. 
Luckily, members of the resistance quickly transport 


you to an advanced medical facility, where you un- 


dergo an experimental surgery that leaves you with 
crazy cyborg arms. A deadly diamond in the rough, 
you are now capable of fighting back and putting a 
dent in the M.E-T.A.L. war machine. 


So how will all this shape up in terms of game- 
play? Obviously Shatterfist needs to allow you to 
create amazing and destructive combos that leave 
M.ET.A.L. (and the battlefield) in ruins. Shatterfist 
would let you perform different punches based on 
he direction you move the control stick in conjunc- 
ion with a press of the attack button. For example, 
hold down on the stick and press attack to perform 
an uppercut. The uppercut can pop foes into the air 
and prime them for a follow-up air combo, or charge 
he hit for extra damage. In fact, all the hand-to-hand 
moves should be chargeable for maximum effect. 


'm a big fan of upgrades, and combos and upgrades 
go hand in hand. High hit-count combos will give you 
more XP, and more XP means more unlocks. Another 


hing that will be importan 


hat the main character's 
and a living reactive part o 
new combos change the 


for combo and upgrade 


systems is the idea of the living circuit board. Imagine 


arms are biotechnology, 
his body. Upgrades and 
appearance of the aug- 


mented arms. As you become stronger and learn 


more combos and upgrades, his arms show new 
features. Eventually they'll be covered with pathways 
and nodes signifying these abilities. Visual feedback 
is very important, and will incentivize players to con- 
tinue upgrading. 


One of the most critical elements of the original Shat- 
terhand was the fact that you could build an Al robot 
that would assist you in combat dependent on the 
different combinations of letters that you acquired. 
Shatterfist would continue to give you the ability to 


construct an Al partner for yourself, but with a lev- 


el of depth that couldn't possibly have been realized 
before. 


You find Bit at some point in the introductory level, 
perhaps amongst a large pile of scrap or robot bits 
that were discarded or rejected. As time progresses, 
and you upgrade Bit more and more, it goes from be- 
ing a timid little orb to a floating machine of death. 
Bit isn’t reliant on you collecting components in the 
levels for its creation. Instead you'll start with a base 


model of Bit that can then be upgraded by picking 


up different components from fallen enemies, often 


based on what type of enemy they were. So if you 


kill a tough melee enemy then there is a higher likeli- 
hood of that enemy dropping a component that will 
help enhance Bit's own melee capabilities, or provide 
a buff of some type that enhances resistance to that 
type of damage. 


Take all these things, wrap them around the same lev- 
el-selection structure with classic 2D Metroidvania 


gameplay, and you've got yourself a reboot for the ages! 


Steve Tom Sawyer pens the RETRO-exclusive Reboot This! 
Steve is also an avid competitive PC gamer, and you can catch him 
streaming most nights on twitch.tv/eadretro 
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It's more “bogus: than “excellent.” 


Retro Re 


BY DAVID GILTINAN 


ids are smart, so | was still pretty 
young when | came to recognize Nin- 
endo licensee LJN as the definitive 
source of poorly made licensed games. 
That misleadingly attractive rainbow 
ogo could be found slapped on the box- 
es of stinkers such as Who Framed Roger 
Rabbit, Back to the Future, and Jaws. 
[Hey, Jaws was kinda fun. -Ed.] The 
popular 1989 movie Bill & Ted's Excellent 


Adventure also got the LJN treatment, in 
all possible meanings of the word. 


Being a fan of the movie and overall 
sucker for all things time travel, | had 
he misfortune of playing this mess as a 
child. The storyline has “space-time re- 
bels” being dicks and scattering impor- 
ant figures throughout history, a wrong 
hat Bill and Ted must right. | remember 


he utterly confused look on my face 


when the game started off by making 


me sift through a phone book full of 


“dudes” like Julius Caesar and Cleop- 
atra; upon memorizing and manually (!) 
dialing a phone number — which may 
not work (!!) — you're off to travel the 


circuits of time, which requires coins. 
These are your lifeblood, since they're 
needed to travel through time. Run out 
of coins and you'll be stranded in the 


past. 
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This whole phonebook / dialing rigma- 
role is completely pointless, since you 
ave to play the time periods in a cer- 
ain order anyway. The game features 
a lot of randomly generated elements, 
such as the locations of the historical 
igures and the specific type of bait 
you'll need to lure them out. Given 
hese nods toward randomization, it's 


oo bad that your time-travel agenda 
remains fixed. This, however, is hardly 


he game's worst sin. 


Once you've actually traveled to a pas 
era, there’s no instruction on where 
to go, no map, no compass, nothing. 
All you have to go by, through a bit o 
trial and error, are vague tips from any 
locals who might be standing around. 
Sometimes they'll offer you helpfu 
items (Good Stuff,” in the game's in- 
imitable parlance) passed along from 


either Bill or Ted, whomever you're no 
playing. These can range from boom- 
boxes which force everyone onscreen 
to dance in place to textbooks which, 
when thrown...cause everyone to ex- 
plode? Bill and Ted are pretty violent for 
stoners. 


Bill & Ted’s isometric perspective adds 
some visual interest, but can also be 


confusing when you finally get a clue 
that the bait is to “the west,” 
ample. Speaking of bait, finding the 
damn stuff is one of the most singular- 
ly painful experiences in a game that's 
almost solely composed of painful 
experiences. Literally 95% of the time 
you'll have to jump off the beaten path 
and slam into the ground (these boys 
are Nintendo-athletic) in hopes that 
the necessary item will appear. What 
ever happened to simply walking into a 
room and opening a chest? No, Bill and 
Ted are fated to blindly jump around 
historical wildernesses (which all look 
like nicely groomed mini-putt courses) 
until sheer luck lands their asses on 
just the right pixel. Videogames LIN, 


everyone. 


So you got the bait and found the histor- 
ical figure. Hooray! But now you need to 
give them the right bait. There’s only 


one correct choice, and each one feels 


egrets 


for ex- 


dressing 


his own 


TRIUMPHANT! 


It's avail 
NES an 


lable on 
d Game 


Boy. Tough 
choice, dude! 


ombs 


So the game n 
any semblance 
As a kid, 
likes of Al Capo 


didn’ 


and trees actua 


it was only to a 


Once youre actually playing 
the game, there's no instruction 
on where to go, no map, no 
compass, nothing. 


like a worse joke than the last. Salad 
or Caesar? Okay. An Uzi for 
Jesse James? Really? And giving Elvis 


one is just bad taste. 
ot only sucks, it lacks 
of educational value. 
know much about the 
ne or Sitting Bull. If my 


never-ending quest to dive into fences 


ly taught me anything, 
void LJN. Which was a 


useful lesson, actually. 


A classic example of a licensed proper- 
ty with some real potential gone horri- 
bly wrong, | put more hours than | care 
to admit into Bill & Ted's Excellent Video 
Game Adventure. Perhaps if the sequel 
movie that's in the works ends up see- 
ing the light of day we can get a proper 
Bill and Ted game that is more deserv- 
ing of the franchise. Until then, be excel- 
lent to each other and party on without 
this bogus misfire. 


CONVENTIONAL WISDOM 


’yKevin J Baird 


Blessed be the barrels that go boom. 


As Jerry Seinfeld once said, what's the deal with 
those omnipresent, explosive barrels in videog- 
ames? (It wasn’t one of his better routines.) 


There you are, cutting through enemy lines, only 
to find yourself face to face with a heavily fortified 
machine-gun nest, Nazi bullets zinging overhead. 
You, being the calculating sort of coward, take a 


few to ponder your options. Their nest seems to 
occupy a brilliant tactical position, except...is tha 


a highly explosive red barrel just below it? Wha 


genius put that there? It must weigh 500 pounds. 


t's filled with a compound that can not only in- 


cinerate humans, but also giant robots, tanks, and 
sometimes even buildings. Yet somehow it never 


eaves so much as a crater, just a black mark on 
he ground. And corpses everywhere. Can't forge 
he corpses. 


You always find these barrels in streets, behind 
ortifications, on fire escapes, and on the roofs 
of buildings. “Barrels on roofs?” you ask. “Sure- 


y they're just there to fuel passing helicopters.” 
You'd be wrong, of course, because these barrels 


are never empty. They're always filled to capacity, 


and just waiting for the slightest scratch to send 
someone's burning skeleton crashing through a 
window. Maybe yours. Like a metallic, incendiary 
honey badger, the barrel doesn’t care. It just wants 


to fulfill its explosive destiny. 


Perhaps your pixelated partners placed them 
there on purpose. But that can’t be true, because 
your allies are so inept they've left you to fight an 
entire army. And yet, very often one barrel is po- 
sitioned just close enough to another to trigger a 
chain reaction. Has the enemy been betrayed by 
one of their own, some sort of rogue barrel mas- 
ter? Or perhaps your foes all have death wishes. 


Maybe instead of ‘sploding them you should hook 


them up with that suicide hotline. You could make 
a real difference in some weary henchman’s life. 


So who placed these barrels in the combat zone? 


t remains a mystery, and their effective use often 
stands between you and victory. Next time you 
destroy a robot spider by detonating the red barrel 


it stupidly wandered next to, ask yourself, “where 
would | be without these barrels?” You'd be dead, 
my friend. Dead and hung from the spider's web, 


waiting for the next fool to try and take on an en- 


ire army without a divine blessing from the lord of 


cylindrical, liquid-filled explosives 
Long may They go boom. Amen. 


Kevin J Baird is the founder of Video Game News 
Radio and VideoGameNews.com. Follow him 
on Twitter @VGNNetwork, Facebook at 
facebook.com/VGNkadio , or drop him a line at 
kevin@videogamenews.com. 


Did you know: The events of Doom's first episode take place on the Martian moon Phobos. 
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THE RETRO 
CODE BANK 


For those of you still trying to defeat your 
age-old nemeses, we'll be compiling some 
handy cheats each issue that should give 
you a leg up on the competition. 


Grand Theft Auto 
Sony PlayStation 
99 Lives: Enter SATANLIVES in the name entry screen. 


Ikari Warriors 

Nintendo Entertainment System 

Level Select: Press Up, Down, A, A, B, Left, Right, A, 
B, Up, A, Down, Right, Right, Left, B, Up, Left, A, Right, 
B, Left, Right, A, Left, Up, A, Down, A, Right, Left, B, 
and finally press Start before the demo starts playing. 
While the plane is landing press A or B to choose 
your level. 


Mortal Kombat 

SEGA Genesis 

Blood Code: Press: A, B, A, C, A, B, B at the “Code of 
Honor” screen. 


NBA Jam 

Arcade 

Big Head Mode: Hold Up, the Turbo button, and the 
Steal button at the “Tonight's Matchup” screen until 
the tipoff. 


Speedball 2: Brutal Deluxe 
SEGA Genesis 
Unlimited Cash: Enter FFOOFA7FFF at the password 


screen. 


Streets of Rage 

SEGA Genesis 

Extra Continues: Press Left, Left, B, B, B, C, C, C, Start 
at the title screen. 
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The Six Strangest Videogame Crimes 


Games didn't always need complicated stories. Pac-Man got along just fine killing and rekilling ghosts so he could get back to eating. Dig Dug 
spent years slaughtering tomato-men in the most painful way possible, and no one wondered why. Maybe we should have. My point is, as 
games became more sophisticated, gamers demanded more motivation. We needed some kind of narrative to drive us. Our heroes needed 
injustices to avenge and a reason for their senseless tomato-man murders. Unfortunately, not all of these reasons were sane. Here are some 
of the weirdest crimes to ever drive the plot of a videogame. 


6. Dynamite Dux - Sega Master System and floats her into the sky. No reason is given, but if | had to 
Dynamite Dux opens in a flowery meadow. Our hero, Mickael, — guess, it’s because after her afternoon of meadow jumping, the 
looks on while his girlfriend, Lucy, jumps up and down. This _ scientific data extrapolated from Lucy's bra could change fe- 
goes on for a long time; far longer than a normal person might male sports equipment forever. 

wordlessly hop in a meadow. In fact, it's almost exactly how 


of 


Ler you would tell someone your throat was closing from a pol- The creature then summons a door and escapes into it. | don’t 
Seanbaby invented being funny _ len reaction if the two of you didn’t know sign language. What know much about monster transportation, but it seems strange 


on the Internet at Seanbaby.com. happened to Lucy that made her so she could only express joy __ to arrive by teleportation, exit by door, and transport prisoners 
Bad decisions have led himto through vertical leaps? Did her mother tell her the trampoline — by bubble. Now that | think about it, it's also kind of strange 
specialize in terrible and absurd was her father? that before he leaves, HE TURNS YOU INTO A DUCK. It all 
games. Follow him on Twitter seems a little insane to be a kidnapping. This game might have 


@Seanbabydotcom. |n the span of one dizzying second, some kind of monster been made by some kind of monster safety council to show the 
clown materializes behind Lucy, traps her ina magical bubble, dangers of drinking during sorcery. 
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Save Our Planet! 


Goodbye, world peace! Mr. Big, the psycho 
mastermind of crime is wiping out lo 


nd his are kidnapping 
on Earth. Mr. Big plans to 
II these innocent children and 
turn them into his slaves! 


¢ ultimate bad guy. And no one 


2. Moonwalker - Sega Genesis 


4. Pocket Racers - Almost every game involving punches and kicks 
Sony PSP starts with a kidnapping. That's because unless 
Pocket Racers starts someone took your daughter, killing 500 people 


with the hatching of 
an elaborate magical 


with karate is almost always an overreaction. Moon- 


walker takes it to the next level. Mr. Big has kid- 


plan. A wizard bursts napped every single child on Earth and he's going to 


‘EvERYONE 


doesn't matter. You had 


into a party, transform give them all dru—stop; i 


KONAMI 


ing you and all your Michael Jackson at “every single child on Earth.” 


FREDDY IS NOT ais) 
FRIEND 


friends into miniature 


versions of your cars. Then, while you're distract- | According to the manual, Michael Jackson is the 


ed, he backs a non-magical truck into the parking champion of peace and love. However, he’s also 


5. Monkey Puncher - Nintendo Game Boy Color 


ae . : lot to steal all your real cars! Hold on, wizard, you he first videogame character whose default at- 
This will seem obvious when you hear it, but Mon- : : : ; : ji ‘ 
. _ can just wave your hand and turn things into cars ack is a crotch kick. Also, rescuing every child 
key Puncher is a game about training monkeys to ie . ‘ . 
or ; and that was your plan to get cars? That's insane. on Earth is a bizarre thing to attempt alone...so 
punch. If you're like me, that's all you need to hear ‘4 : : ; man : , 
That's like three extra, very complicated steps _ bizarre I'd suggest it’s impossible. What I’m say- 


o get on board. Hand me the monkey and the box- 
ing gloves and get anything you don’t want punched 
he hell away from me. Still, the makers of Monkey 
Puncher decided the player might need more mo- 


ivation than the simple pursuit of awesome. They 


wrote a backstory for your character so tragic, so 


compelling, that you have no choice but to monkey 
punch. Prepare your soul for the Monkey Puncher in- 


ro, in its entirety: 


THEY LOST THEIR MOTHER DURING THEIR CHILDHOOD. 
THEY LIVED WITH THEIR FATHER. WHO WAS A FAMOUS 
TRAINER. ONE DAY SOMEONE KIDNAPPED KENTA AND 
HIS FATHER. THE SARU GROUP KIDNAPPED THEM. SARU 
ILLEGALLY CONTROLLED THE MONKEY PUNCHER ASSOCI- 
ATION. SARU TRIED TO MAKE SUMIRE’S FATHER ONE OF 
THEIR GROUP MEMBERS WITH THE USE OF MIND CONTROL. 
WE MUST RESCUE KENTA AND HER FATHER QUICKLY. BUT 
THE SARU ARE A GANGSTER GROUP. WE HAVE NO CHOICE 
BUT TO RESCUE KENTA AND HER FATHER AT THE MONKEY 
1 GRAND PRIX TOURNAMENT. SUMIRE HAS DECIDED TO BE- 
COME A MONKEY TRAINER. SHE STARTED TRAINING HARD 
TO SAVE HER FAMILY. 


y mother is dead? My father was taken by mys- 
erious kidnappers? No wait, | guess they were 
Saru Group kidnappers? My head was spinning 
so hard from that revelation | barely noticed my 
brother changed genders two sentences later. Is 
hat an error? Did the game developers improp- 


erly squeeze the anal vents of their characters to 


determine their sex? No way: There are no mis- 
akes in storytelling this masterful. Turning into a 


girl must just be a side effect of gangster kidnap- 


ping. If this story doesn’t make you want to train 


monkeys to punch, nothing ever will. 


to get what you want. It's like transforming your 


date's vagina into a puppet so you can practice 


talking to girls. 


3. Journey - Arcade 


f you're ever caught holding a bloody knife, tell 
he plot of this game to the arresting officers and 
you cannot be tried as a sane person. “Wild alien 
groupoids” have taken Journey's musical instru- 
ments and hidden them among the five galaxies, 
making it impossible for Journey to play at the ga- 
actic superconcert. 


f you're familiar with logic that means that in 


space they love Journey so much it doesn’t even 


make sense. Either that, or the writing process 
or Journey's game was a pill-eating contest. All 


know is that these five musicians have a com- 


bined weight of 400 pounds, the bad controls 


seem as confused by this situation as anyone, and 


every single thing you touch in outer space kills 


you. | hope you're happy, groupoids, because that 
superconcert is NEVER happening. 


ing is there are some things here that don’t add 
up. There's a really good chance Michael is in the 
wrong home, blasting open the crotches of ter- 
ified parents. Or maybe it's only a dream while 
he real Michael Jackson flails in bed, kicking the 
he fifth 


covers off a cranky Macaulay Culkin for 


ime that night. 
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1. Bad Dudes vs. Dragon Ninja - Arcade 
ever will there ever be a more ludicrously perfect 


wn 


etup for a videogame. The President of the United 
States is kidnapped, but kind of by accident, not be- 
cause of some sinister plan. 


The Bad Dudes live in a world where ninja kidnap- 


pings are like high gas prices or undercooked chick- 
en. Victims tweeting from the trunk of ninja cars 
end each one with #firstworldproblems. 


The game isn’t compelling because the Secret 


Service hired two random bodybuilders; it's com- 
pelling because this is a world where people use 
missing Presidents as another reason to fuss about 
ninjas, and how there are just too many, if you ask 
them. That's a world I'd pay a quarter to visit. 
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Dev-olution is a regular RETRO column that looks at how veter- 
an developers got their starts in making games. IF you have com- 
ments about the column or recommendations for who you'd like 
to see covered in a future installment of Dev-olution, you can 
reach Andy at andy@readretro.com. 


The Bard's Tale...Carmageddon...Line Rider...Rock N’ Roll 
Racing...Descent...The Lost Vikings...Fallout. They're 
Bard's among the dozens of titles that Brian Fargo has had a 
Tale hand in bringing to the public over the last 30 years 
via his game development/publishing companies, 
Interplay and inXile. But what originally inspired 
him to begin developing games? To find the 


answer you have to go back to 1976, when Fargo 


was in 8th grade. 
“When | was young, there really wasn’t a personal computer, so we would use the 
school's... think it was a PDP-11 mainframe or something. | mostly hung out with a 
bunch of guys that were much smarter than me, and | learned a lot from them on how 
to program,” Fargo recalls. “It was a couple of years later, when | got my Apple Il, that | 
could really sink my teeth into it — to get enough time to figure things out.” 


He also had a history of playing games, spending time with home consoles (Magnavox 
Odyssey, Atari VCS, Mattel Intellivision) and in arcades. He even had a stretch where 


he was hooked on Dungeons & Dragons, which he jokingly refers to as “my internship-as- 
a-nerd years.” But it was the depth of computer games that really caught his attention. 


“| was playing the old strategy games from, | don’t know, maybe it was SSI, playing the 
Scott Adams adventure games, | started playing the Sierra games...| put a lot of time 
into Wizardry — | loved the Wizardry series — and, of course, Ultima," Fargo says. “I 
ended to gravitate towards games where they took me to another world.” 


He was set on making a career out of his improved programming skills, and decided in 
avor of game creation instead of “[writing] a spreadsheet or a word processor.” In 1982 
he created his first game, a graphical text adventure called Demon's Forge — which he 
programmed almost entirely himself. Then, after getting a $5,000 loan (co-signed by 


his father), he started marketing it under the name Saber Software. He packed copies 
in sandwich bags, and then sold them through distributors and local computer stores 
as well as with the help of a single ad he placed in Softalk magazine (which, Fargo says, 


ate up about half of the loan). 
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He was off and running, and within two years of his self-made professional start — following 
stints as a 19-year-old VP of product development and doing an educational-software 
project in partnership with World Book Encyclopedia — started up Interplay with a three- 
game contract, which produced Mindshadow, The Tracer Sanction, and a re-release of 
Demon's Forge. However, his next game (published in 1985 by the just-launched Electronic 
Arts) shot Fargo and Interplay into the game-development stratosphere. 


“Right after that, of course, we did Bard's Tale,” Fargo says, “and Bard's Tale is what put us 
on the map. That made us get noticed and it also gave us a royalty stream, which allowed 
me to go to the next step.” 


Today, Fargo is in a job situation that’s vastly different from the one he boldly created 
for himself in his salad days. When Interplay was at its peak it had over 500 employees, 
and his role as the company's chief executive meant that he wasn't “touching games” 
as much as he would have liked. After leaving Interplay in 2002 and starting inXile, he 
was determined to get back to his “development roots” and truly make games again. 


Yet today's game industry is also vastly different. In the Interplay days, there was no iTunes 
or Steam enabling nearly anyone to distribute their game. Now, traditional marketing to a 
wide audience is mostly gone, and it's harder to get development contracts from publishers. 
Luckily, he's found a difference-maker in Kickstarter, which enabled him to crowdfund two 
projects for more than $7 million combined. As of this writing, Wasteland 2 is about to go 
into its initial beta-testing phase...with nary a sandwich bag in sight. 


Andy Eddy started writing about games around the same time Brian Fargo launched Interplay, 
and probably has some game t-shirts that are older than you. Say hi on Twitter @vidgames. 
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KICKSTARTER BACKER THANKS 


THANKYOU>> 


A BIG THANKS TO ALL THE BACKERS AND SUPPORTERS OF RETRO 


Thanks to the dedicated efforts of our friends in the Kickstarter community, we here at RETRO magazine 
are extremely grateful for the opportunity to deliver the fully independent publication you now hold in 
your hands to retro-gamers across the globe. Here's a list of the fine folks who made it all possible. 


PREMIER SUPPORTERS 


Brian Fargo datagod Steven Insler Michael Raikes Danny Boy 
James Van Eaton Jonathan Clark Travis M Hinton Garry Kitchen Karl Juri Ots 
Chris Cuddy Richard Perry @RetroGameCabs lan Jones-Quartey Robert Decker 
Wes DeSanits Sean Yearout Mike Danick Donavan “Phaze” White Jose Nario 
Mark Campos Allen Oliver Jacob Charles Hansen Adam Cohen Mohammed Taher 
Matt Brudzynski Drew Stone Tommy Mc Cormick VGW - Video Game Wizards __ Robert Erlbacher III 
Jason Wagner Greg Pabich Dave Oshry Adam Ford Kyle R. Martin 
Brian Kilby Girard Alphonse M. Garcia N'Gai Croal Marc Menzia Steve Lin 
Hayley Winter Kevin “Vinnk" Tambornino Gerry Karr Joshera Sam 
SUPPORTERS 

OrangeLoungeRadio.com Jeffrey Gerson AJ. “Schenley" Griglak Graham Dawes Gamers Brian Mayo 
Intellivisionaries.com Podcast Rory Starks oe Murray David Griffin Brian “The Jackal" Miller Grant Kentaro Cable 
SecondOpinions.com Podcast Andy Szaniawski Shannon Barrett Dan “Pacario" Anderson Charles (elf) Wilson quackgyver 
TheRetroLeague.com Podcast = AndyR Kip Vanover Warners Retro Corner.com Leslie Law Bob Johnson 
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AllGames.com Podcast Bryan L. Stewart ALAN FLANAGAN ared Russel Andrew Stewart Cam Pentland 
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ArcadeOutsiders.com Podcast James LeRoy TurfMasta Luke Hs Toni Westbrook Lee Laughead 
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4PlayerNetwork.com Podcast Paul “Nurmix” Nurminen Rik Morgan an Francisco Roco Helen J. Spence el Kirk 
Garnett Lee William Eiten Chris “Vectrexer"” Romero Scott Van Vliet ack Jolley Kristopher Volter 
ShackN ews.com atthew Seliga ose Artiles- Wonder007 lien Wyart ason Arriola ustin Strack @justinstrack -- 
RetroWarelV.com Gary Hodges ohan Nordekvist Videogame History Museum Patrick “Dalbir" James justinstrack.com 
Play N Trade Jeff Dorsey Cody Graves ichael Szabo Simon (fnBrit) Hallam Ken Rountree 
Debbie Gibson (yes, the real Raj Srivastava ames Randall ike Culbertson agnus Nygren Ken Jong 
one!) Underground Retrocade The Rook at “Pulstar” P. Laura Kennedy Young Aaric Sterup 

icalis, Inc. Gregory Chang attroid ohn Daniels Dave Danzara Scott B 
Ground Kontrol Arcade Capane.us ike James Dr Dimitris A Gourlis WhiteWillowFilms.com Dantho 
Donald Cole Joshua M Lee Ryan Gavigan im “LordHomura” Martin StalkingTheRetro Podcast AtariAge.com 
Ystros Clarke Williford Chris Strange Sean Robinson (PlanetSean) Adeel Quadri Cheapassgamer.com 
Sean Clements (Sean697) atthew S. Miller As Damond Armstead Alan Nesbitt Thor Thorvaldson Retrogamenetwork.com 
Anthony Parisi Stephen Vermilyea Rene Rivers Brett Stephan Luis Martinez Patrick Theodore Fox 
Adam “The Gingineer” Cason Phil Mullins Randy Greenback (@ George Caponera Drew Richards Cracked.com 

eil James (UK Neil) David Negron Randygbk) Peter “Bruce” Bard ike V Prower! Scott Johnson 

icholas W. Bates The Viking James Arlen Crabtree Kurt Horchheimer maverickBNA eoGaf.com 
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The Northwest’s Largest Classic Gaming Convention! 


The best video games of yesterday 
are the best RETRO games of today! 


‘a 
INTELLIVISION 


VEST T intellivisionlives.com/retro/ 


PLAW Free download of Shark! Shark!™ 
playable on PC/Mac 


of IH Become a Game Club Member 
on our web site for updates 
and freebies 


Ninja Boxing Calculator, inspired by 
the original Casio® Handheld 
Boxing Hit! 


Ninja Boxing appears to be a simple 
calculator, performing all the ordinary 
calculation functions you need... but 
with the slide of a switch it turns into 
an action-packed Fighting Game that 
warps you straight back to the 80's. 


You control your Ninja’s every move. 
Make him jab, punch, kick and throw 
combinations. Build up your attack 
power & knock the other Ninja for six! 


Any app can take yo 
future. This one t 
ck to the beginning. 


v 


But you'd better keep your fighter out 
of the other Ninja's reach! Because if 
he hits your man with a good one, 
you'll be on the ground getting count- 
ed out before you know it! 


You have 8 rounds to knock out your 
opponent, and you can rack up points 
in up to 99 fights. Your highest scores 
are added to the scoreboard until a 
more stealthy Ninja knocks them out. 


This is where fighting games began. 


Take a trip back to the beginning. 


be 
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New from LCD Ninja! 
Ninja Boxing 
Calculator launches 
the killer attack 
December 2013 on 
Mac®, PC and 
iPhone®. 


NINJA 
BOXING % 
CALCULATOR 


emo) ° 
www.NinjaBoxing.Com 
Features may be added, removed or altered before final release. 


CASIO is a trademark of CASIO Computer Co., Ltd., Japan. 
Mac and iPhone are trademarks of Apple Inc. 


